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NIGHTMARE 



A bloody good time in jolly old London. 


For more on this tale of terror, 
call 1-800-850-1682. 

www.niglitmare-creatures.com or www.Ualisto.com 


Activision is a registered trademark ol Activision. Inc. Nightmare Creatures is a trademark of Kalisto Technologies. © 1997 Kalisto Technologies. Published and distributed by Activision. Inc. 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. 
All other trademarks and trade names are properties of their respective owners. 
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Choose your 



With ten treacherous new tracks, Jet Moto 2 isn’t just a more intense, all-terrain racing game, it’s a virtual graveyard. This time, you’ll 
race through molten lava, splash down a waterfall and even maneuver your way over a broken-down roller coaster. You’ll feel every bump, 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 







you’ll catch more air, you’ll even nail 360-degree corkscrews. Plus, you can challenge a friend on the two-player split screen, ™n*m 
All you need is a PlayStation and a death wish. Because if you’re lucky, you’ll reach the checkered flag. Or you’ll die trying. 


Jet Mo to is a trademark of Sony Computer Entertainment America Inc. Computer Entertainment America Inc www.playstation.c 
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got Burning Rangers, F-Zero 64, Jedi 
Knight and Extreme G, just to name a fern 
of the hot titles we’re covering. So, until 
Frank gets back from the Haggis Festival, 
just stay perfectly calm. After all, I’m in 
control now and, except for those rare 
moments when I tend to get just a little, 


Heh, heh, heh... 
Frank is back in 
Scotland, cloning 
sheep, no doubt, and 
the lunatics are in 
charge of the asylum! 
But that doesn't mean 


we’re gonna slack off on our great uh... crazy, everything should be just fine. 


game coverage. No sir! This month, we’ve Trust me... Heh, heh, heh... >»> BILL 



Frank o'connor 


foconnor@ultragp . con 

Editor Frank O’Connor has gone back to 
Scotland for a quick visit and promises 
to bring back some haggis for us all. 
‘And if there’s a magazine to come back 
to, so much the better!’ says Frank. 


o 


rager burchill 


-o 


rburchill@ultragp. com 

Reviews Editor Roger Burchill is really miss- 
ing Frank's musical taste while he’s gone. 
‘Frank plays this hellish bagpipe tape all 
day. There’s just something about that loud 
wailing that drives me crazy!’, quips Roger. 


mike salmon 


o 


msalmon@uLtragp . com 

Senior Editor Mike Salmon gets to change 
around all the ads and reviews on the flat- 
plan while Frank is gone. ‘He’s a dead 
man!’, vows Mike. ‘Frank doesn’t know it 


yet, but he’s a dead man!’ 





-o 


freyes@uUragp.com 

Associate Editor Francesca Reyes is using 
Frank’s absence to take a much needed 
rest! ‘If I hear one more line about how vir- 
ile and manly the Scots are, I’m gonna barf’, 
says Fran. ‘Hell, they all wear skirts!’ 


M 


L 




-o 


bdonohue@ultragp. com 

Managing Editor Bill Donohue is in control 
while Frank is on leave. ‘No problemo!’, says 
Bill. ‘I just hope we all get to go on a long 
trip, because as acting Editor, I get to fly the 
plane! No, really, that’s what I heard!’ 
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EYE-POPPING 
SUPER-REAL 3D 


WALL, OFF A BRIDGE 


CONCRETE BARRIER! 


THROUGH A 


est your driving skills 
)N 5 INTENSE tracks: 
Desert, Jungle,Strip 
Mine, Mountain and 
Coastline. 


midway 


Developed by 


Produced by 
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mac pravi Ellis 

battlegirl 

Vector graphics never looked so 
good in this hip futuristic game from 
Ultra/United. 

bankhaads daluHe 

Those wild and crazy Bonkheads are 
back in this sequel to A Mac classic! 

macquaka 

Nuff said. Woohoo!!! 

galapagos 

save the little nano-creature thingy 
from the evil techno overlords. 

postal 

You go postal with napalm, rocket 
launchers, machine guns and shot 
guns in this ultra violent, ultra 
bloody top down shooter. 


pc previELus 

g-polica 

Psygnosis fantastic futuristic police 
flying sim hits the PC. 

hBHan // 

Gothic Quake with Paladins, 
Sorcerers and Demons... Oh Yeah! 

virtu a Fighter II 

Sega’s awesome fighting game on 
your PC... Who needs arcades? 

Luorms a 

The sequel to the classic turn-based, 
ballistic Worms game. A must play. 

pastel 

You go postal with napalm, rocket 
launchers, machine guns and shot 
guns in this ultra-violent, ultra- 
bloody top down shooter. 


F531 


N o matter how good a videogame 
magazine may be, there are some 
things that you just can’t get from print. 

We can show you the pictures of the 
games, but it’s impossible for us to let 
you play the game for yourself, or even 
see the game in motion. Enter the ULTRA gameplayers Disc 
Edition. On the disc, which works with both Apple Macintosh and 
PC compatibles, you’ll find movies of all the newest, hottest console 
games, as well as playable demos of the biggest PC and Mac titles. 

Read the print magazine, check the web 
site, and view the disc to get the full 
ULTRA gameplayers impact. 

Questions regarding subscriptions 
should be sent to: 
subscribe@gameplayers.com 
Faulty disc/subscription 
questions: phone 415-468- 
2500. Current subscribers 
can receive the disc by fol- 
lowing the help line 
instructions. 


scmensavers 

UGP brings you five FREE screen 
savers. Decorate your desktop with 
Hexen II, Blade Runner, Ultra Game 
Players Covers, Resident Evil, and VS. 



boatcamp 


c 

\ : 
_A‘ 


Start kicking ass in Street Fighter EX 
Plus Alpha! We got more moves than 
your mama knows! And she knows 
a lot... Learn the final atomic blast 
or the Skullo Dream. Our expert 
players demonstrate the moves that 
only the pros know! Learn with 
us, grasshopper! 



quEsrions ? y 

I don’t have access to the Internet, but I’ve got a 
problem with the Disc Edition. Please write: New 
Media Group • c/o Imagine Publishing *150 North 
Hill Drive. Brisbane, CA 94005 • (415) 468-2500 


http: //www. ultragp.com 
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bamberman an ) 


Bomb’s away in 
the new NbM 
version of 
Bomberman! Now 
gimme 
my glove! 


installation 


videogame movies 


shadom master) 


Creepy fun in 
this hotn new 
shooter from 
Psygnosis • 


pc installation: 


Why settle for just still screens when you 
can see the games in action for yourself? 
Just take a look at this month’s hit list: 

Bomberman 64 *Diddy Kong Racing 
Nhl Faceoff • GTR ‘98 • Moto Racer 
Nightmare Creatures • Pga Tour ‘98 
Pitfall 3D* Shadow Master • 
Skullmonkeys • Jet Moto 2 • Bust A 
Move 3 • Duke Nukem • Crash 2 
• Red Asphalt • Cool Boarders 2 


Pitfall Harry 
is back in an 
all new 

adventure. But 
no barrel jump- 
ing here! 


macintosh installation: 


1. Insert the ULTRA disc into your 
CD-ROM drive. 


2. Double-click on the ULTRA icon. 


3. Choose your computer platform. 
Start68K for 680xx machines, 
StartPPC for Power PC machines. 

4. You’re on your way to 
gaming heaven. 


1 . Insert the ULTRA disc into your 
CD-ROM drive. 

2. Open ‘My Computer’. 

3. Double-click on your CD-ROM 
drive; usually noted as Drive D. 

4. Double-click on ‘Start95.’ 

5. Now experience the glory of 
demos and movies a go-go! 


code crypt 

Who says we don’t care about our 
readers? This month, we’ve got the 
secrets of Goldeneye revealed! 

• Find out how to get your greedy 
mits on the Golden Gun. 

• A hidden RCP for maximum 007 
damage. 

• A shortcut to find JAWS!!!!! 




crash a 


ZD 

The jumping! 
running bandi- 
coot 
is back 
in a knock 
out sequel- 


shall monkeys ) 


Cool graphics 
and platform- 
ing fun that' 
hard to beat! 
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MM: Basically, as I said, I wanted Rap music in a game, but 
I didn’t want to make it [the game] exactly like the Hip Hop 
world. Because I feel it’s a little closed and I wanted to 
make more of a part for all kinds of people - a game all 
people can play. 

RG: Yeah, originally when I heard the idea, I thought it 
would be difficult to make a Rap game. Because Rap is an 
inner city thing, I thought it would be difficult to make a 
funny experience. You know, is my art really suited for Rap? 
But then, when I sort of started to get the idea of what they 
wanted to do, like the Hip Hop world was going to be a 
Rodney world. You know, a crazy, ‘anything can happen’ 
sort of world. Then, the light bulbs started to turn on. When I 
heard some of the music... The first tests we did with the 
music was just so inspiring to me. The music’s very original, 
it isn’t just like canned Rap music. It’s great. It’s great origi- 
nal stuff. It’s what made it. 

Q: Parappa has sold about 850,000 units in Japan. 
Rodney, how has that changed your life? 

RG: Of course, it’s exciting to have a hit product. I mean it’s 
really unusual. I mean for an artist, it’s not the usual kind of 
thing, it's turned into a big mass market thing. You can 
make a lot of money doing this. It wasn’t really a part of my 
plan. I thought it was going to be fun and I’ve done a lot of 
projects on CD-ROMs that sell, but this is a whole different 
world. I mean, I’m not used to this kind of success. (Laughs) 
But for him [Matsuura], he’s a big pop star! 

MM: No, no, no. For me, it’s very strange. Just five days 


The creative superstars behind Parappa say ‘Cheese’ and 
smile for the ULTRA Game Players camera. 

ago, I was in Berlin, yesterday I was in London, and now I’m 
in New York - all for Parappa’s promotion. This kind of situ- 
ation is very strange for me - an old Japanese musician. 

Q: Parappa obviously seems to appeal to a wide range 
of audience types. Young kids, adults, women, etc. Was 
there a specific target audience you were going for 
when you decided to create the game? 

MM: I thought my target was the child’s market. But as the 
game developed, many things changed that perception. 

RG: Well, I’m really terrible at this. I always figure different 
target markets, but in the end, I always discover the target 
market is me. If I like it, that’s all I need, really. It’s really 


http: //www. ultragp.com 


R ecently, ULTRA Game Players had a chance to sit in 
on a videogame industry press Q&A session with the 
creators of Parappa the Rapper. Sony Computer 
Entertainment Producer Masaya Matsuura is the game’s 
creator and created most of the music in the game, while 
his collaborative partner, Rodney Greenblat, is the artist 
who gave the game its memorable characters and innova- 
tive look. Here’s what they had to say on the whole Parappa 
phenomenon and their plans for Parappa in the future. 

Q: How did you have this vision [of Parappa] and 
put the project together? 

MM: I started with my music - composing on the 
computer. And sometimes I would get frustrated. 
Always the same screen, always the same con- 
nection, always the same sound, and I 
wanted to change my [method of] 
expression to more than just music. So I 
started to create music software for PC. 
One day, I started putting various kinds of 
music into my computer and I found out 
that Rap music was very fun to play on the 
computer. Then I realized that this could be a game. 


Q: Why did you select Rodney Greenblat for Parappa? 
Was he already known in Japan or did you see some 
of his other works? 


MM: Actually, he probably wasn’t well known in Japan at 
that time. But I came to New York several times for record- 
ing sessions and I always went to book shops and found 
one of Rodney’s children’s books. And when I returned to 
Japan, I found another of Rodney’s projects called Wonder 
Window. And I thought, ‘Oh! Rodney! He did a computer 
game.’ I discovered that Rodney wasn’t just an illustrator, 
but had a computer career as well. 


Q: Where did the Parappa character come from? How 
was the decision made that he would be a dog? Was he 
a pre-existing character? 


RG: Not really. I think Matsuura had the personality [of 
Parappa]. The first thing he did was kind of describe this 
character’s personality to me and I came up with all kinds of 
drawings. I didn’t really know where to start I just sort of 
drew all kinds of creatures. And then pretty soon we began 
to close in on a dog image. He went through a lot of 
changes before he became what he is. But it was definitely 
a collaborative process. 


Q: So from there I guess the extended family just came 
as... I mean you’ve got an onion head man there! 


RG: ( Laughs ) Well, part of his family is from my Rodney 
Fun product line. Like Sunny, the flower character, she’s 
actually part of my initial licensing thing. But we thought 
she went well with the game as the girlfriend of Parappa. 
Then, they needed all the masters. Each level has a master 
and they had ideas of what the masters would be. In fact, 
they had the ideas for the specific animals, or definitely the 
personalities. So it was just kind of like ‘fit the drawings to 
the personalities’. 


Q: The real question is where did you get the concept 
for Parappa? Where did that image come from? 




hard for me to even work that way. I wish I could, 
it’d be a lot easier on the people I work for. But I 
think that’s what we attempted, we wanted to make 
a kids game. We had the feeling it wasn’t going to 
be violent, it wasn’t going to have any adult themes 
in it at all, it was going to be a safe thing for little 
kids. It sometimes could have been boring, but I 
didn’t have that feeling. I thought it was going to 
be fun. 

Q: The game has been very successful with the 
women’s market [in Japan]. The ‘Girl Games’ mar- 
ket has always been something that companies 
have tried to tap with little success. What do you 
feel is the appeal that Parappa has with that 
market segment? 

RG: I don’t know if we really had a theory about this. 
The game is about fun. It doesn’t have any male or 
female themes in it. So many videogames start out 
with male themes. Maybe that’s one thing that has 
kept women away. But it is really cute playing, it is 
really pretty. Maybe that attracts someone who nor- 
mally wouldn’t pick up a videogame. There's no 
demons blasting each other on the cover. 



Parappa will soon be a fixture on 
TV screens all across the nation. 



Wear one of these Parappa hats 
on the street and you’ll get a 
drive by from Mr. Onion. 


Q: Well, the flip side of that is that you’ve 
managed to make it cute without alienating 
male players. 

RG: Yeah, it’s kind of amazing. We’ll see what hap- 
pens in the U.S. 

Q: Parappa has been so successful, can we plan 
on seeing some other new products from you? 

MM: Urn, sure. (Laughs) 



Froggy was initially one of 
the prime suspects in the 
Tupac affair. 


Q: Are we going to see more of the same, or any- 
thing new? 



MM: You know, Parappa is a big success. In Japan, the 
sequel always depends much on the original. But I will be 
free of this, because when we started Parappa, we had 
nothing. So that kind of situation turned out good.. 


RG: Yeah, so the next Parappa might be quit differ- 
ent. It could be very different. But that’s part of the 
fun of it. If we just make a copy, you’ll all know. But 
we’re going to make something that they won’t 
know what it is again. 


Q: Can you give us any hints about what’s 
going to be in Parappa 2? 


MM: Tomorrow, we will discuss that. 
(Laughs) 
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N intendo announced that the revenues generated by 
Mario 64 have exceeded that of most of this summer’s 
biggest blockbuster movies. 

Nintendo claims nearly 2.5 million units of Super Mario 
64 have sold to date in North America, representing approxi- 
mately SI 50 million in revenue. The figure for just this one title 
alone is comparable to gross amounts generated by some of 
the leading summer blockbuster movies including My Best 
Friend's Wedding ($121.7 million), Face Off ($110.8 million) 
and Batman & Robin ($107.3 million). To put it another way, 
Mario should be earning more money than Clooney, Travolta, 
Cage, O’Donnell or any other of 

Hollywood’s leading men this summer. 

Similarly, according to the 
recent reports provided by 
Publishers Weekly, unit sales of 
Super Mario 64 exceed unit 
sales numbers for the top 
15 1996 US nonfiction 
bestsellers, including 
the No. 1 seller, Oprah 
Winfrey's Make the 
Connection, which also was 
released in September 1996. 

Looks like some 

videogames are more popular than 
even the most popular books (that’s 
no big surprise to us... ). 


What’s next 
for these two 
Hollywood 
has-beens? 
Rumor is 
they’ll be 
going into the 
plumbing 
business... 


/ 
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3Dfx has officially filed a lawsuit against Sega 
and new Dural hardware partner, NEC. 3Dfx is 
claiming there was a breach of contract in its 
termination from the project. ‘Sega terminated 
our contract without justification,’ said Greg 
Ballard, president and CEO of 3Dfx. ‘We lived up 
to all of our commitments, yet they terminated 
the agreement. It’s a clear breach of contract. 


We believe Sega and NEC clearly acted improp- 
erly and we took the action we needed to 
respond.’ • Sierra will be releasing an expansion 
pack for Blizzard’s massively popular Diablo . 

The new expansion will allow players to use 
their existing characters and items In a new 
world of monsters and quests. It is expected to 
be available by Christmas. • Sony has finally 


officially captured Tomb Raider 2 as a console 
exclusive. The deal was formally announced by 
both Eidos and Sony in early October. • Lucas 
Arts is working on a new graphic adventure 
made by the creator of Full Throttle. The new 
game, entitled Grim Fandago, has been inspired 
by Mexican folklore. • Riven, the sequel to Myst, 
will be published on consoles by Acclaim when 


1 
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Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 


characters and introducing a new villain masterfully trained in the ancient martial 


art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to 


weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 


battle axes to engage in the ultimate conflict. Heck, even the 


Empire never struck back this hard, www.lucasarts.com 


PlayStation 


®, ™ & © 1997 Lucasfilm Ltd. and LucasAits Entertainment Company. All Rights Reserved. Star Wars and the LucasAits logo are registered trademarks, and Masters ol Terns Kasi is a trademark of Lucasfilm Ltd., used under authorization. 
PlayStation and the PlayStation logos ate trademarks of Sony Computer Entertainment Inc. 





OPTIONS 


Rating Key 


o 

PREMIUM 

★ ★★ 

o 

STANDARD 

★ ★ 

o 

DEFICIENT 

★ 


e RATING: ★** 

6 PRODUCT: DVD PC Entertainment Solution 


COMPANY: Hi-Val 


O SYSTEM: PC 


0 PRICE: $849 


H i-Val’s first entry into the DVD market is a 
very impressive one indeed. The DVD 
package offered comes with an excellent new 
WaveLink System that allows users to watch 
DVD titles on their TVs, a PCI decoder board for 
DVD playback on the PC, a Toshiba DVD drive, 
and six DVD titles which include games 
and movies. 

Though the price of this system may be 
steep, high-end users will find installing the 
drive and PCI board a snap. The actual DVD 
playback is incredibly rich with a sharp picture 
and high saturation of colors represented. The 
WaveLink system also works superb, displaying 
nothing but crispness on the TV screen. 

If you’re looking for an all in one DVD 


© RATING: ★★ 


solution, this is the way to go. The only negative 
we found with the drive is that it can’t read 
CD-R format, but it will play regular CDs at 
8x speed. 


Here’s the complete package for those ready 
to move into the DVD Age! 


O PRODUCT: NASCAR Pro Racing Wheel 

0 COMPANY: Thrustmaster 

O SYSTEM: PC 


O PRICE: $129.95 


F irst off, it’s a no-brainer that this wheel 
works with NASCAR II and Indy Car. And 
while the steering wheel worked competently 
with games like Need For Speed and Interstate 
‘76, we couldn’t get the game to work with 
games like Pod and Moto Racer. Sure, there 
may be some kind of configuration that we 
missed, but if we couldn’t figure it out, then 
chances are the average user will have one 
heck of a time as well. 

As far as control goes, the wheel feels 
excellent. Response is quick and on the dime, 
but like many other steering wheels on the mar- 
ket, this one doesn’t offer feedback. To counter 
this problem, ThrustMaster has made the steer- 
ing wheel slightly tighter than usual. This 


makes the wheel harder to turn, but it pays off 
with better control. 

With its lock down clamps and sturdy foot 
controls, Thrustmaster’s latest 
has all the makes of a 
winner. Now, if I 
could figure out 
how to get Pod 
to work... 


Remember to 
keep both 
hands on the 
wheel, OK? 


O RATING: ★★★ 


PRODUCT: Pure 3D 


0 COMPANY: Canopus 


O SYSTEM: PC 


6 PRICE: $179 


T he first time someone sees the Canopus 
new Pure 3D graphics board, he may 
think ‘Great, another 3D accelerator. Yawn.’ But 
the truth of the matter is that the Pure 3D isn’t 
another ‘me too’ board. Not only is it a 3Dfx 
VooDoo Graphics board, but it also contains 4 
MB of texture memory, compared to the 
normal 2 Megabytes that every other 
manufacturer offers. 

Many developers have designed their 
games to take advantage of 2MB, not 4MB 
since this is the industry standard. But you’ve 
got to think about the future here. Also, patches 
for older games like Quake are being developed 
to work with this new platform. So, what will 
this do for your games? Imagine games like 
Quake, Quake 2, and San Francisco Rush 
running faster and smoother thanks to that 
extra memory! 

The fact that all other 3Dfx games seem 
to work with no problem on the Pure 3D is a 
nice plus. But perhaps, one of the best features 
the Pure 3D has to offer is its TV Out option. GL 
Quake on a 53” TV? You get the picture... 


Could this be the best accelerator board in 
existence today? 
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it is released later this year. The massive game will occupy five CDs, as play- 
ers venture back to the land of Myst. • Nintendo has announced that 
Banjo-Kazooie and Zelda 64 will both be delayed until at least the first quarter 
of 1998. Zelda is expected to slip even further into 1998 with the recent 
announcement that it would now be on a 32 megabyte (256 Mbits) cart. • At 
ECTS, Blizzard announced its plans for Diablo 2 (much to no one’s surprise, 
despite the company’s earlier protests about such a project). The new game 


for more players to play side by side. • Former Director of Development at 
Capcom, Yoshiki Okamoto, has left the company to pursue efforts at a new 
company he has just founded called ‘Flagship’. The company’s focus will be 
to design games than can then be sold to developers to actually have them 
created. If successful, it could mark a whole new paradigm for the way 
games are developed. Okamoto has been responsible for the design of such 
games as Street Fighter 2, Resident Evil and most of the Megaman series. 


will feature five all new character classes, loads of new quests and will allow 

• E3 will be returning to LA after one last year in Atlanta. Starting in 1999 and 
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O RATING: ★★ 


o 

PRODUCT: EagleMAX Analoq Joystick 

o 

COMPANY: ACT Labs 

e 

SYSTEM: PlayStation 

o 

PRICE: £39.99 


O RATING: ★★ 


e 

PRODUCT: asciiGrip 

e 

COMPANY: ascii Entertainment 

© 

SYSTEM: PlayStation 

© 

PRICE: £29.95 


O ne of the stranger peripherals to come 
down the pipe in a while, the asciiGrip 
was designed specifically with the RPG enthusi- 
ast in mind. Basically, the controller fits all the 
basic PlayStation controls into one compact unit 
that fits in the palm of a single hand. This con- 
figuration isn’t the optimum setup for many 
games, but it does work quite well for the role 
playing games that it was intended for. The con- 
trols on the unit are programmable so the 
controller can be reconfigured to just about any 
taste. Quality-wise the asciiGrip is constructed of 
top notch materials and the rubber grip on the 
bottom of the unit feels particularly nice. The 
only question is whether someone really wants 
to fork out 30 bucks for such a genre specific 
peripheral. Of course, when you consider the fact 
that you can pig out on munchies while you play 
your favorite RPG, ascii may be on to something. 


n s analog joysticks go, the EagleMAX is 
about as good as it gets when you’re talk- 
ing about the console world of the PlayStation. 
With a ton of features like stay-in-play pro- 
gramming, four game programming macros, 
the ability to program up to 16 game com- 
mands into a single button, a four-way hat 
switch, 16 programmable buttons, a two-way 
rocker switch, a rotary throttle control, and an 
analog flight, analog wheel, or digital control 
modes, the EagleMAX is literally packed. 

Most of the controls on the joystick have a 
quality feel to them with the exceptions of the 
rocker switch, hat switch, and trigger button, 
which all feel loose, plastic fantastic and cheap. 
The stick itself moves smoothly and offers a 
superior level of control, but the configuration of 
the grip (as is common with flight sticks) is con- 
figured for a right hander, so lefties are left out in 
the cold. Still, if you’re looking for an analog stick 
for the PlayStation, this is the one. 


© 

RATING: ★★ 


© 

PRODUCT: The Glove 


© 

COMPANY: Reality (2uest 


© 

SYSTEM: PlayStation 


© 

PRICE: £89.95 



W ell, if there’s one product that’s a tough 
call to make this month, it has to be The 
Glove from Reality Quest. The Glove fulfills its 
mission spectacularly by offering an innovative 
new way of controlling videogames. By strapping 
the unit onto the arm, the gamer can input direc- 
tional commands by moving in his hand up, 
down, left, right or any increment in between. 
The button controls are placed conveniently at 
the players finger tips with the standard 
PlayStation controller’s shoulder buttons located 
under the player’s thumb (with secondary but- 
tons also by the fingertips). The unit also can be 
set to operate in full analog, simulated analog 
(this works extremely well on digital-only 
games that really should have had analog 
control), or standard digital control. So 
what’s it all mean? For the daring gamer 
who is willing to dedicate himself to learn- 
ing the ins and outs of using The Glove, there 
will be a definite competitive advantage. 


O RATING: ★ 


© 

PRODUCT: 

Scuba Virtual 



Immersion Visor 

© 

COMPANY: 

Philips Electronics 

© 

SYSTEM: 

Consoles and PC 

O 

PRICE: £299 


V ery similar in concept (although less 

expensive) than the Virtual iO headset, the 
Philips’ Scuba is a virtual immersion visor 
designed for use with next-generation game 
consoles and virtually any video interface (TVs, 
VCRs, DVDs, etc.) What this really means is that 
the unit acts like a TV strapped to your head. The 
immersive nature of the Scuba is that since you 
don’t have any point of visual reference besides 
what you’re looking at, the mind is tricked into 
thinking you are moving. This sensation has its 
novelty, but at a price of $299, that feeling of 
‘Cool!’ disappears real fast when you look at the 
price tag. But what really undermines the Scuba 
is the poor resolution of the viewing screen 
and the overall heaviness of the unit when 
it’s strapped to your head. To be honest, 
the Virtual iO was more comfortable to 
wear and just performed better overall. 



r 
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for the following five years, the IDSA (who sponsor the show) has stated that 
the LA convention center will be home to the most important gaming conven- 
tion in the world. • Interplay has snagged the two designers of Tomb Raider 
from Core and set them up with a new company as a subsidiary of Interplay 
called Confounding Factor. There is no word yet on what their next project will 
be. • Midway is hard at work on the home conversions of both Mortal Kombat 
4 and Cruisin’ World. While there’s no word on release dates, Cruisin’ World is 


been included in a showcase presentation of online products due to be 
unveiled at next week’s Online Unveiled Developers Conference in San 
Francisco. • Following Sega’s decision not to use the 3Dfx chipset in its next 
console (Blackbelt/Dural), the entire US based hardware design team 
resigned from Sega. Exactly what this situation means for the completion of 
development libraries for the new PowerVR-based system is not yet known. 
• Sony has cut prices on several new games. Among the new titles priced at 


1 


actually being treated as a Nintendo first-party title. • 3DO’s Meridian 59 has 


less than $40 are PaRappa the Rapper, Game Day ‘98, and Bushido Blade. 
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COMMAND € CONQUER 


Over two dozen Allied 
and Soviet missions on 
two action-packed CDs. 

Fight over land, sea and 
air with MiGs, spies, 
destroyers, submarines 
and more! 

Take the ultimate 
challenge by fighting up to 
3 Al opponents in 
SKIRMISH mode. 

Battle maps are up to 2 
times larger than those in 
Command & Conquer. 

Three game difficulty 
settings. 

Dozens of close-ups and 
action movies. 

Specially-designed 
interface with completely 
reworked graphics for 
your PlayStation™ Game 
Console. 


Command & Conquer is a registered trademark of. and 
Command & Conquer Red Alert is a trademark of. 
Westwood Studios. Inc. © 1.997 Westwood Studios. Inc. 
All rights Reserved. PlayStation and the PlayStation logos 
are trademarks of Sony Computer Entertainment. Inc. 
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cspcam in trouble ? 


W hile finally the specifications for 

Sega’s new hardware are now in the 
public, developers are beginning to step for- 
ward and hint at their intentions to develop for 
Dural. Two of the most notable developers 
rumored to be stepping up to the plate for this 
new hardware are Shiny and Warp. 

Shiny frontman Dave Perry has recently 
hinted that his company will be at least experi- 
menting with the hardware in the near future 
though no word exactly what that will mean in 
terms of what type of game it will be (or if it 
will ever see the light of day). Across the 
Pacific, Warp’s Kenji Ino has also been in talks 
with Sega regarding the possibility of doing 
new development for the system at the same 
time he was negotiating to bring D2 to the 
Saturn. Again time will tell what Warp does 
with the system, but it may well be an 
advanced port of D2 (which you will recall was 
originally destined for the now DOA M2). 


mm 


It’s hard to 
tell if this is 
a photo or a 
screenshot 
from D2 on 
the Dural. 


S everal sources within Capcom Japan indicate that the developer is having 
financial difficulties. According to these sources, the company has been try- 
ing to free up capital to stay afloat due to lower than expected sales of its console 
and arcade titles. Strangely, Capcom’s 2D fighters and Megaman games continue 
to sell considerably well (at least by TRST accounts and Japanese sales lists), 
making it all the more interesting as to why Capcom might be having difficulties. 

To remedy the situation, Capcom is said to be rushing the development of 
Biohazard 2 (Resident Evil 2 here in the US) so as to get it on store shelves as 
quickly as possible. Said one Capcom Japan employee: “We’re really shooting to get it out in Japan in 

January because we really need that money.” 

Capcom’s US division has mentioned nothing about the 
rumored financial difficulty as yet. 


Can zombies from the 
sewer save Capcom’s 
bacon? we’ll see... 


CAPCOM 



CURE FOR RRBIES FOUnO 


iacom New Media not so long ago formed a new development studio in the form of Rabid 
Entertainment. Allegedly, two years after the studio was started and multiple projects were near- 
ing completion (including Septerra Core and Violent Seed) before the plug was recently pulled on the 
company. 

According to some former employees, no development staff remains and all previous projects were 
put on hold. There is some question now of what will become of Septerra Core and Violent Seed in the 
face of an impending closure. Current sources have indicated that Rabid will be seeking to sell off the 
titles to some other publisher, but the possibility remains that they may never be completed. Doors to the 
offices are allegedly to be closed permanently by the end of the year. 


SEER CUTS BRCH DISTRIBUTIOn 


These mirror 
shots look 
better 
than the 
ones in 
Resident 
Evil! 


R umor has it that Sega has drastically reduced the number of national 
distributors it is dealing with. Many distributors received letters from 
Sega severing business ties as the floundering manufacturer seeks to reallo- 
cate it’s product and resources. 

Sega has said that it is cutting about ten distributors that combined make up about five percent of 
its sales but other sources within distribution channels have indicated that the cuts may be more severe 
with regard to the number of distributors cut (but not in terms of sales makeup). 

Sega has said that it is still dealing with almost 40 retailers and distributors and promises that its 
sales levels will be maintained. Other publishers ULTRA Game Players spoke to about Sega’s rumored 
approach offered mixed praise and criticism for the move. 


BITS 


Square will not be bringing the eagerly anticipated 
RPG, Xenogears, to the US. Allegedly, the game 
contains many attacks upon organized religion, a 
touchy issue that Square doesn’t think it wants to 
stir up in the conservative US market. • Atari 
Games is supposedly hard at work on the sequel 
to the massively successful San Francisco Rush in 


the form of a new game called California Speed. 
Players will be able to zip up and down Highway 1 
and a number of other famous California routes. 

• Konami is rumored to have a new Contra game 
in the works for PlayStation. Allegedly, Appaloosa, 
the company that developed Contra: Legacy of 
War , is starting a new 3D shooter that will hope- 


fully be considerably better than the first game in 
the series. • Rumor has it that Namco’s PacMan: 
Ghost Zone for the PlayStation has been 
dramatically delayed from its original release date 
of this Christmas due to departure of certain 
members of the development team. 
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hen Japan throws a game show, they really don’t hold much 
back. It’s sort of like inviting every friend they have (all 
' 140,000 of them) over to their house to see their latest 

game. Unlike E3 in the United States, the public is invited to attend the 
show and the event is as much a family affair as it is a a highlight for 
hard-core Japanese gamers. Ultra Game Players made the pilgrimage 
to the videogame motherland to see what all the fuss was about, so that 
we could bring you the latest and greatest news and screen-shots of 
the games you should know about. 
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bout an hour’s ride from the center of 
Va downtown Tokyo, the Makuhari Messe 
^ ™ convention center was the site of the 
Autumn Tokyo Game Show. When the show opened 
at 10am on Day 1, it was really a ghost town. 
Primarily only exhibitors and early bird press roamed 
the sparsely populated show floor (only about 

14.000 people attended on the day 1). That first day 
provided an excellent opportunity to speak with 
some of the exhibitors who were largely undis- 
tracted, but the lull was not to last. On Days 2 and 3, 
the show was opened up to the pubic, and man, did 
they come out in force! Day 2 saw over 56,000 peo- 
ple pack the small hall, while Day 3 managed 

72.000 (that last day was the only day of the show 
where kids were off from school). Kids were lined up 
outside the convention center all the way back to 
the train station (which was a half a mile away). 

To give you some idea of scale and how 
packed the show was, the TGS show floor was 
roughly one fourth of the size of the hall at last 
year’s E3 and yet, Atlanta only had 37,000 atten- 
dees. Couple that with a lack of air conditioning and 
amazing heat, and you can begin to get the idea of 
what a pressure cooker the show experience was. 

Mascots strolled the floor in oversized (and 
likely overheated, given the lack of air conditioning) 
suits, while more scantily clad petite women (who 
had to be cooler than the guys in the mascot suits) 
than you could shake a stick at performed in just 
about every booth. Musical and dance numbers 
involving said women occurred throughout the day 
on a variety of stages in a generally successful 
attempt to pull viewers in to see product. 

The focus of this show was very different 
from that of E3. Amazingly, the focus isn’t on the 
development teams (who are generally absent). It 
doesn't focus on companies’ images. It isn’t really 
on flash or glitz (as the small booths really don’t 
compare favorably to those at E3 in such areas). 
Strangely, it focuses on the games. Almost no 
appointments are taken. There are no ‘back room’ 
meetings with press or other special personnel. 
Everything that’s to be shown is laid out in kiosks 
with everyone invited to have a go. Not exactly like 
E3, where private booths and meetings are starting 
to become the norm rather than the exception. 

Seeing as the Japanese don’t celebrate 
Halloween, the Game Show is always an excellent 
opportunity for many of the attendees to come 
dressed as their favorite videogame characters. 

All in all, the Tokyo Game Show was a wild 
success for all companies involved. This year’s 
attendance numbers reflect the ever-growing 
demand for the latest in electronic entertainment 
and as a result the show is likely to continue to 
become more and more important to the Japanese 
and even US market in future years. 


gamep/atjers DSS 


While it was still early 
on Day one, the show 
was quite active. 


The convention hall was big, but no where near as big 
as E3’s hails. Lines to get in stretched all the way back 
the the train station, half a mile away. 



SQUHHE 


Following a quiet first day at 
the show, things got a bit out 
of hand on the second day. 


Capcom’s Resident Evil 2 
Theater was flanked by folks 
in Racoon City Police garb. 



Square’s booth was easily the most 
impressive at the show and clearly had the 
games that people wanted to see most. A 
huge video wall lured showgoers to the 
booth with visions of Sokaigi, 

Chocobo's Mysterious Dungeon 
and Parasite Eve, while 
playable versions of 
Einhander, Front Mission 
Alternative, Front Mission 2 
and Xenogears satisfied the 
attendees’ need to ‘try it’. Of all 
the booths at the show, Square’s 
would have been most at 
home at E3, given its level of 
glitz. The Japanese ate it up, 
as people crowded around it 
all three days of the show. 


Of all the booths 
at the show, 
Square’s would have 
been most at home at 
E3, given its level 
of glitz. 



Sokaigi - While little is still known about this 
game, it appears to be an action adventure 
looking very much like Bushido Blade. 
According to the presentation that was 
shown, players will have a greater variety of 
weapons at their disposal and will wander 
around far more detailed environ- 
ments than the simple arenas of 
Bushido Blade. Couple this 
aspect with amazing spells 
and magic effects and 
Square could certainly be on 
the path to yet another win- 
ner. Unfortunately, Square 
hasn’t yet decided whether or 
not to bring this game to the US. 


HuDsnn 


Einhander- Easily 
one of the best 


When the doors opened, 
Konami’s booth received an 
onslaught of people. 


"^7 " ’A games of the 

v show was 
Square’s 
Einhander. Using 
\ polygonal graphics in 
a somewhat traditional 
side-scrolling shooter provided an amazing 
boost in graphic realism and smoothness of 
animation. Your ship can transform into a 
number of different incarnations depending 
upon which power-ups you receive. Special 
lasers, bombs and other weapons each have 
their own visually impressive explosions. 

Boss designs and some of the special 
effects used seem to have been heavily influ- 
enced by Square’s prior work on Final 
Fantasy VII. The game itself really has rela- 
tively straight forward side-scrolling 
gameplay, but because the engine is 3D, 
slight camera perspective changes are possi- 
ble for that extra bit of ‘wow power’. Let’s 
just hope Square decides to bring this nifty 
little shooter to US shores. 


Front Mission Alternative - Square has 
proved, once again, that it has an excellent 
handle on building mood and creating a 
believable and detailed universe. Leading 
groups of mechs, helicopters and tanks in a 
fast paced action game complete with strate- 
gic planning, players can get completely 
immersed within Front Mission Alternative. 
The game itself has a mission-based struc- 
ture, each of which starts with a detailed 
briefing. The briefings not only show the 
mission objectives, but also provide 
detailed story along the way. 

Shortly after the briefing, play- 
ers are able to choose 
elements of their arsenal 
and, at times, even 
choose different mechs 
to use. Camera move- 
ments within the game 
are dynamic, but we didn’t 
notice any particular problems 
with the camera positioning. 

Quite to the contrary, most of 
the angles selected at various 
points in the game are conducive to 
proper planning and aiming. 

Front Mission Alternative will be out by the 
end of the year in Japan, but again, there is 
no word on the possibility of a US 


Hudson also had a strong showing at the 
TGS, with loads of surprises in the form of 
two previously unknown Bomberman titles, a 
finished Bomberman 64 and a new version of 
its PlayStation fighter, Bloody Roar (known in 
the US as Beasterizer). 

Bomberman 64 - In Bomberman 64, cat- 
walks, ramps, stairs and the ability to fall off 
of these elements will drastically change the 
way you’ve played multiplayer Bomberman in 
the past. Players can seek higher ground and 
throw or kick bombs onto somewhat unsus- 
pecting players below. When getting hit by a 
bomb, players are stunned for a few seconds. 
In addition to standard bombs, players can 
also create ‘big bombs’ whose explosions are 
at least twice the size of regular ones. Also, 
in addition to throwing bombs, players can 
throw other players (much like in Konami’s 
PoyPoy). The key here is throwing your 
player at an existing bomb, or tossing a bomb 
at him right after he hits the ground (he will 
be stunned when he lands). 

Bomberman 2 - While ten player 
Bomberman \\xsX reached the 
US a few months ago for 
Saturn, Hudson is already 
preparing Bomberman 2 
MB for Saturn. A release date 
MM even in Japan has 

yet to be 
announced, and 
Hudson’s US plans for 
the title are still being 
decided. The whole 
game is completely polygo- 
nal (characters too). Most objects are 
comprised of flat shaded polygons, but 
the look is clean and the game is fast. 

The playable demo shown allowed for 
up to four players to have a go on a playing 
field that was essentially a large hill with two 
faces. Bombs could be tossed off the top of 
the hill where they can roll down to others 
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below. Regular bombs actually exploded in 
four directions in typical Bomberman style, 
but new bigger bombs provided a much 
larger 3D area very much like the explosions 
in Bomberman 64. This is certainly a title to 
watch for. 

PSX Bomberman - While by far the least 
impressive of the three versions shown, 
Hudson’s second ever PlayStation title mate- 
rialized in the form of PSX Bomberman. The 
entire game was sprite-based, but was 
played from a slightly new orthogonal per- 
spective. Fans of the classic series will enjoy 
how faithful the game is to earlier versions 
on the Super Nintendo. Line bombs, gloves 
and kick bombs are all included. Currently, 
Hudson hasn’t decided when to release the 
game in Japan, and the company is still 
considering its options for the game in the 
US market. 

Bloody Roar- Fighting game fans will love 
Hudson’s new fighter. Beautifully detailed 3D 
characters morph into animals, like apes, 
wolves, bears and more, who then rip, punch 
and bite each other mercilessly. Graphically, 
the game is as visually impressive as any- 
thing that’s hit the PlayStation to date. The 


that it would be having both titles published 
in the US by Nintendo of America. As we’re 
sure you can guess, both of these games 
were for Nintendo 64 and were graphically 
very impressive. 

Rev Limit - While Multi Racing 
Championship and Top Gear Rally have occu- 
pied the N64 racing limelight for the last few 
months, Seta’s Rev Limit ups the ante con- 
siderably in the graphics department. Closely 
resembling Ridge Racer, with even better 
graphics and control, Rev Limit could be 
Seta’s breakout title for N64. 

Wild Choppers - Wild Choppers has 
come a long way since it was last shown 
at the Spring Game Show. New explosions, 
smoother framerate and exceedingly nice 
missile effects punctuate the fairly 
tight control. Wild Choppers features eight 
different helicopters, each of which has a 
number of different parameters. Each chop- 
per looks completely different from any of 

(and yourself) are somewhat slow and ini- 
tially easily dodged, but these weapons are 
persistent and will follow you for some time 
before finally giving up. Each missile (guided 
or unguided) possesses an excellent smoke 
trail effect, that is quite reminiscent of many 
SGI demos we’ve seen. Add to all of this the 
Rumble Pak support (which kicks in quite 
hard after being hit by a missile) and there’s 
some serious potential in this game. All in all, 
Wild Choppers is shaping up to be a more 
solid title than imagined. Now the only ques- 
tion is, why hasn’t Nintendo said anything 
about Wild Choppers at its recent gamers 
conference in Seattle a few months ago? 


Revllmit.- It was fast. It was pretty. And 
Nintendo’s bringing it to US shores. 
Woohoo! 

gameplay is amazingly fast and deep. The US 
market is expected to receive this game in 
the form of Beasterizer, but there has been 
no word yet as to who would be publishing 
the game. 


Tinmen 


Seth 


While only showing two titles, Seta’s pres- 
ence was punctuated by the announcement 


Namco's booth was somewhat underwhelm- 
ing, given the absence of PSX Tekken 3 and 
the poor display of its forthcoming 
PlayStation RPG, Tales of Destiny. At the 
same time, the announcement of a new 
Namco Museum title, in addition to a new 
PlayStation platformer, did grab the atten- 
dees’ attention. 

Namco Museum Encore - Namco Museum 
Encore will be included in the Namco Games 
Chronicle, which will include the five chap- 


ters of the Namco Museum series, as well as 
Namco Museum Encore for the low price of 
$50. Americans will easily recognize most of 
the classic games in Encore such as Dragon 
Spirit (Dragon Saber in Japan) and Rolling 
Thunder. Other games include Rompers, 
Wonder Peach, Sky Kid, and King & Balloons. 

Kinoa - With play elements and an environ- 
ment that strangely reminds one of 
Pandemonium, Kaze No Kinoa (which will be 
known only as Kinoa in the US) has a 
cute character and excellent con- 
trol. Players take command of a 
character that has the ability of 
stunning and capturing ene- 
mies and then throwing them 
at other enemies. 

The environment is largely 
track-based, with players having 
the ability to go to and fro. Moving 
elements, such as windmills, moving 
platforms and other features, all make the 
game look nice, but the fast pace and the 
interesting character design of the game 
helps to keeps one’s attention. 

Fighting Cup - Imagineer’s Fighting Cup 

d at least one extremely interesting 


Namco’s booth 
was somewhat 
underwhelming, given 
the absence of a 
PlayStation 
Tekken 3... 


element that made showgoers take notice: a 
scoring system. Rather than having life 
gauges, like every other 3D fighter on the 
block, Fighting Cup makes use of a scoring 
system somewhat in line with competitive 
wrestling. The first person to earn nine points 
wins the round. Two rounds out of three wins 
the match. Points can be earned in a variety 
of ways. A ring out is worth only one point. A 
throw is worth two points. Connecting with a 
special move (whose special effects are 
stunning), countering or knocking 
someone down is worth three 
points. The fighters them- 
selves are fairly standard 
looking. Ninjas, burly men, 
tough women and a clown 
are some of the characters 
included in the game. The 
point system provides a more 
strategic element than most 
recent 3D fighters. Players need to 
decide whether or not to go for big throws or 
special moves or to play it safe and try to 
maneuver an opponent for a ring out. 
Imagineer is releasing the game in Japan 
this winter and is still trying to decide upon 
its US strategy. 
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PlayStation 


3D BRcahrhRough CnviRonmenrs 


Believe The Ruttior... 
(3Je Qoc CaRrhaioRm Jim™! 


Coming Soon 


CRearuRes oF clay aiill descend on 3D enviRonmenrs oF ourRageous 




I '■wrinoo**] 






You love playing San Francisco Rush in the 
arcades. Well, now you can race through the 
streets of the Bay Area in the comfort of your 


own living room. In fact, you'll be able to 
choose from six different tracks (three more 
than in the arcade version)., Each one showing 


authentic San Francisco landscapes and So many 
places to catch air that you might be, mistaken 
for on unidentified flying, object. And. if that’s 


not enough, you can take shortcuts through 
open fields and underground sewers. You can 
soar over building; tops of .be catapulted into the 


air from a dismantled freeway overpass. It's 
San Francisco Rush: And lucky for you it’s 
corning home in a more manageable size. 


MIDWAY 


■served. Midway is a registered trademark .of Midway. Games Inn 
•Distributed by Midway fjofne Entertainment Ini;, under.license 
;rica Inc. <S;>1997 .Niptepdo' of Ametied. Inc. PlayStation and the 


$an Francisco 'Eittiyine. Rasing.^**?)?®?- Atari Games '.Coipuratron. All rights r. 
San Frafmjsno Rush Exti erne; Racing is a trademark ub'Atari Gjrrtes Corporation. 
Nintendo, Nintendo M and the'3-0 “N - logo jre trademarks: of Nintendo, of Ain 
PlayStation logos are tijdeniarks uf Sony Computer Entertdinnient.ln.c. ■ 










FEATURED THIS mnnTH 
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V ou know we really like all of you guys out there. 

Why else would we give you such a great pre- 
sent as this Preview section? Hey, we could have just 
given you the ‘Handshake Of Peace’ and gotten off 
cheap this year, but no! We had to go all the way! And 
all we got back was this lousy tie?!? Geez, thanks a 
hell of a lot! Enjoy the previews, cheapskate! 


HUTD DEBTRUET PE D1H 

BPTmnn b nnain pe dbh 

BUPniFlE RPriEERE PE DHB 

ERM1E HILLER PE DHI 

ELRIC PEObR 

ESCRPER PE OBI 

FLESH FERST PEDRO 

FDRSRHEn bR PE D3b 

F-ZERD bH PE DU 

EEH: EflTER THE EECHD PE DRD 

HYBRID HEHUEfl PE 030 

JETFIEHTER PE ObR 

LODE RUnnER: LEEETID PE ORR 

mREIE HfllEHT RRYERRTH . .PE ORR 

ITIEER /JOTfJ RED PE OIR 

IRETRL E ERR SOLID PE Ebb 

mvsTicRL mnjR peosi 

nRERna olyijipics PEObR 

PITFRLL3D PE OBI 

POWERBORT UR PE 057 

QUEST bR PE ORB 

REUEOROT PE ORR 

SEnTIIIEL RETURI1B PE OBB 

SHRDOUJ ITIRSTER PE OIR 

SHIES PE ORR 

SHULLITianHEYS PEER! 

SPEED POWER EUflBIHE PE DIB 

SUPER CROSS PE 07b 

TEnCHU PE OBB 

UIEILROCE PEERS 

YOSHI'S STORY PE Db3 

ZELDR bR PE 033 



"An FI simulation 
with no equals; 

- Gamefan Magazine 

...excegtional frames 

of animation... 

- EGM2 a 


16 Tracks, 22 Drivers, 11 cars... 

Pure Pulse-Pounding Formula One Action! 


©1997 Ubi Soft Entertainment. All rights reserved. An official product of FIA Formula One World Championship licensed by Formula One Administration limited. 









1 Link finds himself in a dark passage. 
Lighting effects are responsible for 
much of the game’s atmosphere. 

2 Excuse me, but could you gentlemen 
direct me to the nearest bathroom? I 
think I’m going to pee myself.’ 3 You 
can lead a horse to water, but can you 
ride it? Nintendo isn’t saying. 


1 This scene could have been taken 
directly from Mario 64. 2 Of course, 
Link can pull as well as push. 


puelisher: Nintendo 


developer: Nintendo 


RELEASE PATE; MARCH 


The hottest 
game since 
Tomb Raider, 
sans 
breasts? 


etting better all the time is 
Nintendo’s 64-bit update of its 
classic RPG series. Zelda 64, as 
the game is still provisionally called, is 
shaping up to be an adventure epic that 
could put Tomb Raider to shame, albeit with 
less bosom-related appeal. 

The game is really starting to take 
shape and has moved from being a 
cute-looking Mario clone, to an epic and 
interesting RPG. Of course, for those 
unfamiliar with the Zelda series, it should be 
made clear that there is no turn-based 
fighting in the game. All the battles that do 
happen take place in real time and require 
arcade skills. Swordfights and platform 
puzzles take you from scene to scene as the 
plot unfolds. 

In this case, the plot is still being kept 
under wraps to a certain degree. Nintendo is 
slowly filtering out information and we do 
know that Princess Zelda is all set to be 
sacrificed by the evil Ganon. Previously he 
just locked her up, so this is definitely a turn 
for the worse. 

One of the reasons that Nintendo 
is keeping the 
plot under lock 
and key is that 
some of it relates 
to unique 

gameplay features. Most 
of Link’s previous skills 
will be repeated in 
this game, but 
with the added twist of 3D. He 
can run, push, pull and now jump, but 
many of his other abilities are being kept 
a surprise. 

Link will now have help in the form 
of a fairy called Navie (short for 
navigator?) who will assist you with 
clues and help as you search the 
countryside of Hyrule for your 
imperiled love. 


The cartridge is a huge 256 megabits, 
possibly the biggest ever made for a home 
system (although Neo Geo fans might want 
to argue the point) and promises to be a 
much bigger challenge than either Mario or 
the previous Zelda games. 

You’ll notice we said the game was a 
256 mb cart, not a 64DD. Nintendo has 
finally admitted that Zelda 64 will not be the 
killer app to launch with the pricey, 
oft-delayed, add-on. Instead, rumors persist 
that Mario 2 will be the first, however, 
people around here have a hunch that the 
64DD will never be anything more than 
vaporware. The good news is that Zelda fans 
won’t have to spend an extra $200 to enjoy 
this one. We can’t wait. 


Like Lara Croft, Link is fairly 
adept at scaling walls. He’s just 
not as sexy. 


Posing in the desert, we see 
Navie, Link’s fluorescent fairy 
companion, darting around 
his head. 
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Laugh while you frag, from 
Hollywood to outerspace! 


Bag some aliens with over a 
dozen hi-tech weapons! 


PlayStation 


Developed 


51996, 1997 3D Realms. All Rights Reserved. Duke Nukem B4™ £1996.1997 30 Realms. All Rights Reserved. GT is a trademark ind the'GT logo is a registered 
ure Corp. Nintendo, the. Official Seal, the 3D if' logo.and H64 are trademarks of Nintendo of America, Inc. PlayStation and the PlayStation Logo are trademarks of 
C/All other trademarks art the property of their respective companies. \ - . f ' y. 


Duke Nukem: Total MoHdoivr 
Trademark of GT WteTacUvel 
Sony Coiflguter Eritertaintner 


www.3drealms.com 


























Four-player, split-screen 
Dukematch action. 




#Hil K l N:llK E M 64 

u From L.A. to the moon - 32 towering levels of 
100% interactive carnage! On film sets, in bars, on 
moving subways...no butt-ugly alien is safe from the 
wrath of Duke! Grenade Launchers. Shrink Rays. 
Hardcore 3D action. And graphics to kill for! 
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1 Intricate details and moving parts 
on the walls keep you on the lookout 
for triggers and switches. 2 Each 
bike will have its own ‘Al’ voice. 


High-res backgrounds make the 
PC version a sure knockout. 


The PS version will focus more 
on mission-based gaming, rather 
than destroying your enemies. 


More splitscreen antics will become available 
for N64 owners when Forsaken is released. 


system: NbM, PlayStation-. PC 


publisher: Acclaim 


developer: Probe 


RELEASE DATE: SUMMER ITO 


Even more 
multiplayer 
corridor 
mayhem far 
the NB4 


f the home consoles, the N64 has 
been consistently proving itself 
to be the multiplayer’s system of 
choice with such top-notch party pleasers 
like Rare’s Goldeneye and Starfox 64. The 
trend will hopefully continue into the new 
year with Acclaim’s Descent-tike title, 
Forsaken. Acclaim’s most recent multiplayer 
game, Extreme-G, showed that speed and 
framerate need not be sacrificed simply 
because more than one gamer is at the con- 
trols. And this feature remains intact for 
Forsaken, as well. Running at an incredible 
60fps in one- and two-player mode, the 
game only drops to a still speedy 30 fps 
when two more people join in on the action. 
And if there’s a feature that any self- 
respecting, futuristic, 360-degree, first 
person shooter needs, it’s speed. 

From viewing an early playable N64 
version of the game, Forsaken seems 
packed with insane weaponry, high-end 
light sourcing, and varying amounts of 
happy, happy gore over 1 5 big missions. 
You’ll not only be able to blast enemies and 
collect goodies, but you’ll also have to solve 
tricky Indiana Jones-esque puzzles in 
order to progress from area to 
area. Though still deep in 
development, Acclaim 
claims that distinct 
voices for each air- 
bike and character, 
including taunts, 
will be added by 
the time Forsaken 
is ready to hit 
the N64 
market. If the 
game keeps 
evolving as well 
as it has been, the 
N64 may receive yet 
another solid multi- 
player title to add to its 
growing list this summer. 


Forsaken for the PC 
and PlayStation! 


Blasting your opponent to 
bits ensures that you’ll be 
rewarded with any 


power-ups 
he’s acquired. 


Acclaim has put a lot of effort into developing 
individual strengths and features for each of 
the different versions of Forsaken. The PC 
version will take multiplayer gaming up to 
1 2 scavengers, while the PlayStation version 
will feature different levels and bosses than 
the other two and focus more on single 
player gameplay. 
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i MIDWAY 


PlayStation 


Mortal Kombaf Mythologies: The Adwnturos of Sub-Zero' £'199? Midway 
Games Inc. All rights reserved. MIDWAY. MORTAL KOMBAT, the DRAGON 
DESIGN. SUB-ZERO and all character names are trademarks of Midway 
Games Inc. Distributed by Midway Home Entertainment Inc. under license. 
Nintendo. Nintendo 6-1 and the 3-D "N" logo are trademarks of Nintendo of 
America Inc. @1996 Nintendo of America Inc. Licensed by Nintendo. 
PlayStation and the PlayStation Logos are trademarks of Sony Computer 
Entertainment Inc. 
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1 Here your character tries to 
convince the evil mutant to lay 
down and die. 2 We’re convinced 
that the programmers of Hybrid 
Heaven watch too much WCW 
wrestling, especially the 
cage matches. 


system: Niotendo m 

publisher: Konami 

developer: Konaih , 

RELEASE date: SUMMER ITIfl 


Fight ugly 
mutants far 
goad old 
Mother 
Earth! 


K onami has been touting Hybrid 
Heaven as its answer to Metal 
Gear Solid (see the preview in 
this issue) for Nintendo 64, but there are 
some massive differences between the two 
games. While the two may share some of 
the same plot elements, Hybrid Heaven is 
really more of a 3D RPG (much like 
Final Fantasy VII) than an action 
game like Metal Gear. 

The storyline revolves 
around a genetic 
experiment that was 
taking place on a space 
station. This project was 
government funded in 
an effort to create the 
ultimate soldier. With the 
first stage of the 
experiment nearing com- 
pletion, a space shuttle was 
sent up to retrieve the experi- 
ment. In typical Frankenstein 
fashion, the experiment went horri- 
bly wrong, and the creation had taken 
control of the shuttle. 

As you would expect, the shuttle has 
come back to earth, and it’s up to you to 
stop this potential menace to society. 

The game takes place almost entirely 
from the third-person perspective, exploring 
the 3D world. The game does have some 
action associated with it. Players use a 
healthy dose of stealth to get around in an 
effort to avoid encounters with nasty bio- 
engineered baddies. When a conflict or 
encounter happens, the game doesn't shift 
to a new screen, but switches camera 
angles to a turn-based combat sequence. 

When in combat, your character will 
have the ability to punch, kick, use a 
weapon (of which there will be many) or use 
a technique'. Weapons may range from 
firearms to explosives, while techniques 
may involve counters and other actions that 


The 1998 Olympics 
will feature the 
exciting new sport 
of Rock Diving, 
shown here for the 
first time. 


will be gained 
with experience. 
Creatures for the 
game are many and varied 
as portrayed in stacks of concept 
art by Yasuo Daikai, the game’s director. 
Early on in the game, the creatures will 
resemble more humanoid figures in an effort 
to represent the recent genetic transforma- 
tion caused by 'the experiment’. As one 
would expect, later in the game, enemies 
will become far less recognizable. 


baddies are every- 
damn careful! 


shadows? That’s the 
at work. 
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It seems elegance, excitement, and 16 games of chance can actually fit inside one video game. That’s right, finally a casino game has 
been created for the Sony PlayStation game console. Luckily that game is the Golden Nugget, featured in its opulent brass and marble 
environment. Saunter into this virtual Las Vegas casino, and play Blackjack, Craps, 7 Card Stud and more. And play them all with the 
odds and payoffs you’d really have in Vegas. You’ll also get to solve a mystery with Adam West. From your living room, no less. It’s just 
part of the privilege of owning Vegas, the one in the convenient take-home size. 


■; »• 


All the grandeur of the Golden Nugget casino. 


Try your luck at Double Diamond slots. 


Experience the thrill of Baccarat. 


Solve a mystery starring Adam West. 


m 


hM\ 


free: 

CD OFFER 


th l lie Sale of Ihe Centi 


■: 1996 VIRGIN INTERACTIVE ENTERTAINMENT. INC. All rights reserved. Golden Nugget is a registered 
trademark ol GNLV Cotp. db'a Golden Nugget Hotel and Casino. Virgin is a registered trademark of Virgin 
Enterprises. Ltd. The following marks are used with authorization of IGT-North America- "Royal Flush" and 
"Double Diamond." Licensed by Sony Computer Entertainment America for use with the PlayStation game 
console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. The 
rating icon is a trademark ol Ihe Interactive Digital Software Association. Manufactured and printed in U.SA 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C 
DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 


Visit Your Locol Retailer or Coll: 


www.vie.com 
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The EMGj 
Iji: PlaySlii' 


one psycho cyclist. 

250 extreme errands, 
a whole city of hurt. ^ 


f GT Interactive 
Software 

www.gtinteractive.com 

i$go is a.tradeniark of 
Ration Logo are trademarks 
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Courier Crisis ™ ©1997 New Level Software. The New Level logo is a trademark of New Level Software. Used tjmler 1 
BMG Music, All rights reserved. Distributed by GT Interactive Software Corp. 6T is a trademark and the GT Lgpjjs a 
of Sony Computer Entertainment, Inc. Sega Saturn and the Sega Saturn Logo are trademarks of Seg.fEntrep%s. Lt 
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W e first saw a glimpse of Crime 
Killer back at E3 and weren’t 
horribly impressed, however, 
since then, the developers have put in 
several levels and really cleaned up the look 
of the game. 

The game is visually stunning, using 
all the lighting and transparency effects the 
PlayStation does so well. But the most 
impressive visual aspect of the game is that 
it runs at a whopping 60 frames per second. 
That’s more than double most other 
PlayStation games and it really gives the 
game a solid look. It also means that 
speeding around the virtual city can be done 
at incredible speeds and won’t cost you 
any detail. 

The perfect land-based compliment to 
G-Police, Crime Killer puts you behind the 
wheel of a police car, motorcycle, or flying 
wing and puts you through over 20 missions. 
The missions all take place in different parts 
of one virtual city and each has a vehicle 
specifically assigned to it. One mission fea- 
turing the cop car has you racing through 
the city streets taking out all the 
other police vehicles, which 
had been hi-jacked by 
the evil conglomerate. 
All reasoning aside, 
this level is in the 
game to give you 
a chance to take 
out cop cars and 
feel no 
remorse. 

Another mis- 
sion puts you 
on the motorcy- 
cle where you 
have to cut down 
alleys and chase down 
the bad guys. Other missions 
include hostage rescues and protecting 
certain areas. The missions are varied, 
but in the end, destroying all the bad 
guys is still the main objective. 


SYSTEn: PlayStation 


publisher: Interplay 


developer: Pixelogic 


RELEASE date: MARCH 


If cop cars were this cool, then there might be 
more interest in law enforcement. 


All of the polygonal cars and enemies 
are extremely detailed, and one of the more 
impressive features are the special weapons 
that actually come out of the car. A detailed 
city map and well done heads up display 
make tracking the enemy extremely easy 
and keep the game a pure action title. The 
look of Crime Killer is already exceptional, 
now if some innovative new gameplay can 
be added, then this might just be a killer title 
as well. 


At 60 frames per second, the 
‘in the car’ view 
absolutely screams. 


Special weapons that come right 
out of the car are astounding. 


No, it’s not 
Ice T’s 
follow up to 
Cop Killa 


FMV cut-scenes are here 
move along the story 
and set the pace. 


to 
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1 In addition to light sourcing, 
transparency effects are used 
magnificently in the game; some- 
thing the Saturn hasn’t traditionally 
handled well. 2 Detecting and avoid- 
ing flashpoints is an integral part of 
the gameplay in Burning Rangers. 


nBilP 


system: Saturn 


publisher: Sega 


developer: Sonic Team 


release date: End Om 1TO 


Could this 
be the 
last great 
Saturn game? 


Futuristic fireman battle 
Backdraft-twe blazes in 
Burning Rangers. The 
intriguing premise 
says It all — 
way cool. 


peculation has pretty much ran 
rampant in the videogame indus- 
try since April, when it was 
announced that Yuji Naka would be handing 
the development reigns of Sonic R over to 
the Traveller’s Tales team. This action natu- 
rally lead people to wonder that if Naka and 
his Sonic Team weren’t working on the 
Sonic racing game, just what were they 
working on? Possibilities ranged from Nights 
2 to a new Sonic platform game for Sega’s 
Dural System, but as Yuji Naka himself con- 
firmed in his exclusive interview with ULTRA 
GamePlayers last month, his current project 
is Burning Rangers for the Sega Saturn. 

The basic premise surrounding the 
game is that the player assumes the role of 
one of the Burning Rangers, a high-tech, 
five-man fire fighting team. The team mem- 
bers wear futuristic exoskeletons that 
contain everything from a jet pack to fire 
fighting equipment as they fight fires and 
rescue victims trapped in blazing buildings. 
Although the look of the game seems to lean 
towards a Virtual On- style, the action more 
closely resembles the intense action 
sequences from the motion 
picture Backdraft. 

Although the game 
is only about ten percent 
complete, the techni- 
cal proficiency of 
Burning Rangers is 
already awe-inspir- 
ing. The game 
engine itself is a 
second gener- 
ation version of 
the Nights 
engine, but 
unlike Nights, 
there are no 
restricted paths in 
the 3D environments. 

As these screenshots 
attest, Burning Rangers is visu- 
ally incredible, with a plethora of lighting 


In the future, 
fire trucks won’t 
have any wheels 
and will be dull green 
in color. We bet there’s no 

Dalmatians, either! 


and transparency effects, two things 
that the Saturn has traditionally not 
excelled at. There is no doubt that 
we are talking about a whole new 
level of Saturn programming here. 

The lighting effects in particular are 
spectacular when utilized to depict 
such things as the glare of a fire, a 
team member’s search- 
light illuminating the 
darkness of a burnt out 
room, the glowing 
exhaust of a jet pack, to 
the use of Gouraud 
shading to represent the 
proximity of the Burning 
Ranger to a fire. 

Gameplay-wise, the animation and 
control are already excellent. Unlike Nights, 
the Burning Rangers are mostly earthbound, 
with only an occasional short foray into the 
air by way of jetpacks. The environments in 
which the Rangers fight fires, explore, and 
rescue can only be described as huge, with 
some levels stretching out for the equivalent 
of miles and reaching a number of stories 
into the air. Audio communications from 
team members, in addition to a heads-up 
display and compass, will help to keep the 
player from becoming lost in the vast 
locales. There will also be a rating system 
similar to the A-F system of Nights that will 
be used to judge the player’s performance. 
It’s quite likely that there will be multiple 
endings to the game based on which 


As in Backdraft, the flames seem 
to come to life and pursue the 
brave fire fighters. 


Witness the devastating effects 
of fire, even in the future. 
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Hopefully the completed game 
will feature a wide variety of fire 
ravaged environments. 


character was used and the scores that 
were earned. 

From all indications, Burning Rangers 
looks to be the title that finally realizes the 
full potential of the Saturn platform. 
Unfortunately, this gem looks to come at a 
time when the Saturn is struggling badly in 
the U.S. and industry interest has focused on 
Sega’s forthcoming Dural system. Is this the 
Saturn’s last hurrah? That remains to be 
seen, but if it is, at least the Saturn will be 
going out with a bang. 


These guys look more like 
a ‘70s disco band than a 
fire fighting unit. 


Character Profiles 

There will be two playable characters in Burning Rangers, Shou 
Amabane and Teiris. Three other characters act as navigators who 
offer warnings of impending danger and guide the player to fire 
victims. Here’s the back story on the cast: 



Team Navigators 

Reed Phoenix - 22 years old and cool under pressure, Reed has 
a pragmatic streak in him. Although sentimental about his work, 
he prefers staying out of dangerous rescues. 

Big Randman - At 35 years of age, Big is the veteran member 
of the Burning Rangers. A desire to protect life emerged from his 
years living in Africa amidst its lush animal-filled environment. 

Kris Burton - Having suffered the tragic loss of her father dur- 
ing a Burning Rangers rescue mission when she was 13, Kris is 
hampered by the in ability to trust or love people. Although now 
a rather lonely 24 year old, Kris has a brilliant analytical mind 
that serves the Burning Rangers quite well. 


Assume the Position 

Shou Amabane - Saved by a Burning Ranger during a disaster when he was ten 
years old, Shou is now 21 and has joined the Burning Rangers. A relative new- 
comer, Shou has surprised his peers with a mixture of strong 
intuition, supported by the ability to act boldly. There is a strange mixture of 
cheerful naivete and confident power In his persona. 



The heat and danger almost 
seem to leap out of 
these screenshots. 



If only we had listened to 
Smokey the Bear... 



1 What’s this? Friend or foe... in bat- 
tle armor?!? 2 Ah, the UGP credo: 
Why stand and fight, when you can 
run and hide? 


Teiris - An attractive 19 year old woman, Teiris could be considered the gratu- 
itous babe of the Burning Rangers. Orphaned and raised in a government child 
care center from an 
early age, she 
has somehow 
grown up to 
become a 
warm-hearted 
woman and a 
valuable 


member 


of the 

Burning Rangers. 
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system; PC 

publisher: Eidos 
developer: Eidos 

RELEASE DATE: DECEMBER 


T he game formerly known as 

Forsaken has cast aside its previ- 
ous moniker (mainly because 
another game had the same exact name) 
and has now become Revenant. One thing 
that hasn’t changed are the real time 3D 
characters and beautiful backgrounds. 

The game combines the look and feel 
of an adventure game, and the charac- 
ter development and replay value of 
a true RPG. With over 20 charac- 
ters to choose from, Revenant 
gives the gamer plenty of options, 
the five weapon types each 
their own set of animations, 
the look of the game changes, 
depending on who the character 
is and what kind of weapon they 
possess. The artwork was done 
by Don Beauvais, a premiere fantasy 
illustrator, and the music was created exclu- 
sively for Revenant by Xymox, a European 
techno band. With an all-star cast support- 
ing the game, it already has the look and 
sound of a winner. However, what makes 
Revenant such an exciting title is the 
detailed combat and the non-linear storyline. 

The game is being developed using 
Direct 3D and will fully support all 3D cards 
on the market. Revenant is one of the best- 
looking action/RPGs this year. 




1 The flying engine is marvelous and it 
just blows Pilot Wings away. 

2 Different looking characters all have 
different traits and asyou gain experi- 
ence your character changes physically 
as well. 3 Playing Skies online is the 
type of thing that could cause addictive 
personalities some major problems. 


system: PC 


publisher: Segasoft 


developer: segasoft 


RELEASE DATE: OCTOBER 1TO 


nother astonishing title from 
SegaSoft, Skies uses the 
Transactor technology to create 
an online world that is second to none. 
Players select and customize any one of the 
bestial, humanoid, or animal creatures and 
grow them on HEAT.NET to become older, 
bigger, and wiser. So when you walk into 
town and see a big bad ass demon, you 
know better than to even mess with him. 

The game sends players airborne over 
a huge collection of cloud cities and the 
3DFX enhanced graphics are unbelievable. 
The smooth frame-rate, motion, and pure 
number of polygons in Skies makes it 
instantly one of the best-looking 
and most promising games of the 
year. Unfortunately, the game 
won’t be coming out until 
October of ‘98, so there is still 
plenty of waiting. The good 
new is that if the game is 
already this awesome, just 
imagine how it’s going to look 
and play in another year. The 
speed and nature of Skies makes it 
an obvious game for the consoles and 
SegaSoft basically told us that it will be on a 
platform. Although they wouldn’t say which 
platform, our guess is that Skies will be one 
of the first games for Sega’s 3D accelerator- 
based next console. 
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W hen the N64 was announced a 
little over a year ago, gamers 
rejoiced everywhere, antici- 
pating a follow up act of precedent-setting 
RPGs in the same stead that was exercised 
on the SNES. But in an unlucky roll of the 
dice, powerhouse companies like Squaresoft 
and Enix were lured away from the develop- 
ment camp at Nintendo and placed firmly in 
the Sony trenches. With a fairly bleak RPG 
future ahead for N64 owners, any hint of 
roleplaying in a game should warrant a wel- 
come reaction. Luckily enough, the folks at 
TH-Q have recognized the need for these 
types of games on the system and are 
attempting to fill the gaping void. 

With the 1998 release of Quest 64 
(Mahou Seiki Eruteiru in Japan), gamers will 
be treated to real time battles in an action- 
oriented RPG setting, colorfully 
texture-mapped, fully polygonal environ- 
ments, and an epic adventure that will span 
across three massive, fully explorable 
worlds. Your character, Shanjaque, pos- 
sesses the ability to wield powerful magic, 
summoning all natural elements (fire, earth, 
etc.) on his mission to fulfill his duty 
as the protector of Setland 
island, his homeland. In his 
role as ‘Spirit Tamer,’ 
Shanjaque will come 
across other warriors 
who can join his 
J party, as well as 

' hundreds of intelli- 

■ gent and 

■ H sometimes, 

I not-so-friendly, 

characters 
who’ll help fur- 
ther his quest in 
their own ways. 
Although we 
haven’t been able to 
view a playable version of 
the game (the game should be 
released in Japan this December), from 


system: Niotendo m 


developer: Imagineer 


The shiny 
spot on the 
NE4’s RPC 
horizon 


Some of the shots included in this preview 
were taken from a very early version of the 
game, but they still look impressive. 


the shots that we have seen, environments 
and character designs look sharp and fully 
animated. Towns and item-collecting are 
key to progression, as well as developing 
Shanjaque’s skills. As it stands, the game is 
only one-player, contrary to rumors that it 
may be multiplayer compatible, but this fac- 
tor shouldn’t take anything away from the 
gameplay. With the potential for a massive 
quest, as well as the promise of hours of 
intelligent character interaction, TH-Q is 
aimed and poised to release a sure hit with 
Quest 64. We’re eagerly awaiting further 
news on the game, and we’ll give you the 
scoop as soon as we find out more. 


Simplistic light sourcing and 
colorful backgrounds should be 
a standard set up for caves 
and mazes. 


A sheep? Potential 
interaction? We don’t 
even want 
to know... 


TH-Q claims that every 
environment in the game will 
be completely explorable. 


Shanjaque’s adventure will 
encompass massive lands and 
even the ocean! All aboard! 


1 Shanjaque wields his magical 
abilities right outside the castle gate. 
Show off. 2 We don’t know yet how 
interactive the game’s surroundings 
will be, but there’s a lot of room to 
roam. 3 The worlds appear similar in 
rendering to Mario 64, but we haven’t 
seen it all yet. 


1 Design and layout for the towns 
have grown more complex in later 
versions of the game. This shot 
shows it. 2 Shanjaque has beefed up 
some in the more recent shots of the 
game. Perhaps the sheep had 
something to do with this subtle 
weight gain. 
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system: Nintendo W 


publisher: Konami 


developer: Konami 


RELEASE DATE; 1ST 0TR 1TO 


You’ll ran into many more 
characters throughout the 




T he fifth in a long series of games 
under the name Gambare Goemon 
in Japan, Legend of the Mystical 
Ninja 64 is being prepared for release here 
in the States, thanks to Konami. Blending 
certain RPG elements with adventure and 
platform action, Mystical Ninja heavily 
emphasizes a slapstick sense of humor in 
character concept. You’ll be able to play as 
either of two bizarre ninja characters, 
Goemon or Ebisumaru, and use their unique 
abilities to bash objects and people with dif- 
ferent weapons in order to collect precious 
gold and other items. Your characters 
will be able traverse three different 
types of terrain, but the means of 
progressing in the game will be 
locating huge hidden bosses and 

I defeating them. Saving coins 
and buying items from the 
numerous shops in the massive 
towns will aid you greatly in your 
L y adventures. Using a game engine 
y mimicking that of Super Mario 64, 
~ with the ability to adjust camera 
angles, swim, jump and inspect invento- 
ries, Mystical Ninja 64 may be something big 
for N64 platform enthusiasts to look forward 
to in early ‘98. 



i Money will get you incredibly far in 
Mystical Ninja. 2 You’d look like this, 
too, if your hairstylist decided to use 
your coif for a beauty school experi- 
ment. 3 The town level designs are 
complex and you’ll have to swim in 
order to access some of the more hid- 
den areas. 




ocmvTI 


1 What racing game would be complete 
without the ice track? I imagine there 
will be icebergs to avoid as well. 

2 With different wave conditions and 
the water being affected by the boats 
wake, each race is a little bit different. 

3 For the friendless, you can race 
against yourself using the ghost mode.. 


RowARbjSMi 


system: PlayStation., PC 


puelis-er: Interplay 


developer: Interplay 


RELEASE DATE: JANUARY 


With two to three shortcuts 
per track, this is set to be SF 
Rush on water. 


fter seeing the adrenaline rush 
induced by WaveRace 64, devel- 
opers all over the world have 
started to create their own water racing 
games. The first of these to come out is 
going to be Powerboat Racing. The game is 
being released at the beginning of 1998 for 
both the PC and the PlayStation. The 3D 
accelerated PC version is breathtaking, but 
the PlayStation game still looks very nice. 

There are 16 different monohulls & 
catamarans that can be chosen, then 
souped up with three different sized 
engines. Once you’ve picked a boat, 
it’s off to hit the waves on one of 
nine different tracks with 
locales like Japan, New York, 
i Grand Canyon, and Monaco, to 
name a few. What makes 
Powerboat Racing such an 
exciting product is the true 3D 
environment that gives the game 
an astonishing look and a some 
very realistic gameplay. The boats 
react to waves and wakes of the other 
boats and, with two to three hidden short- 
cuts for each track, Powerboat racing is set 
to be one wild ride. A four way split-screen 
allows for multi-player madness on the PC 
or the PlayStation. 
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You WANT TO BE A HERO 


Dogfight BOGIES AND 


HEAD IN TWO" PLAYER COM- 


BAT IN STUNNING GRAPHIC 


CONTENT RATED BY 1 


THE EARTH YET AGAIN, 


FAST ACTION THAT DEMAND 


Distributed by 


FAST REACTION. JOIN THE 


BATTLE IN THE ONLY GAME 


’.997 Video System Co.. Ltd./Paradigm Entertainment, Inc. AeroFighters is a trademark of McORIVER. Inc. (Video System U.S.A., Inc.) 
Licensed by Nintendo. Nintendo, the Official Seal, Nintendo 64, the 3-D “N" logo, and the Rumble Pak are trademarks ot Nintendo of America Inc. 
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sram Nimendo W 


publisher: Nintendo 


developer: Nintendo 


RELEASE DATE: SPRING ITifl 


It’s back 
and faster 
than ever! 


ne of the first games ever 
released for the 16 bit Super NES 
was F-Zero. At the time, it was a 
showcase for the then amazing Mode 7 
graphics technique. Mode 7 allowed pro- 
grammers to take a standard scrolling 
background and skew it, giving an illusion of 
3D, at a very high frame rate. F-Zero is still 
the best example of the technique. 
Thankfully, Nintendo has decided to unleash 
F-Zero 64, but this time, with full 3D. 

The game comes along at an interest- 
ing time. There are loads of cool driving 
games available, including the similar 
Extreme Gfrom Acclaim. Extreme G is heav- 
ily influenced by WipEout, which in turn took 
its inspiration from F-Zero. So here we are, 
back at the root of it all. 

F-Zero 64 uses polygons to create the 
3D look, certainly more advanced than Mode 
7, but ironically, not as efficient in terms of 
frame rate. To counter this, Nintendo has 
kept the sparse visual look of the original 
intact. This lack of complex roadside objects 
means not only a high frame rate for the 
moving track, but loads and loads of cars on 
screen at once. Since the cars (hovercraft 
really) can bump each other around, the 
gameplay can get pretty frantic. 

The plot (what there is of it) remains 
unchanged. It’s the future, anti-gravity hov- 
ercraft have replaced cars. F-Zero replaces 
FI, it’s a lot more dangerous, blah, blah, 
blah. Since this translates directly into the 
fastest racing around, we’ll forgive the 
lack of imagination. 

F-Zero is unique in that trackside 
collisions do not result in much slow- 
down. Instead, this saps your energy and 
if you lose too much, you die. WipEout XL 
had elements of this, but still slowed 
down too much. F-Zero is much purer 
and faster in that respect. Energy can be 
replenished after each lap, but as yet, 
there’s no news about weapons of any 
sort. This is a racer after all, and not a 
shoot ‘em up. 


A bridge. Not much of a background, but you 
sacrifice scenery for speed in this game. 


The four player option is really gonna 
propel this game into the ranks of the top 
party games of all time. Imagine the thrills 
and spills as you go head to head with three 
of your hard-driving friends! Plus, you’ll also 
save big bucks on your insurance bill, since 
wrecking a hovercraft is infinitely cheaper 
than trashing your own car. 

So get set for some real hardcore rac- 
ing action, ‘cuz what once was the fastest 
racing game around is coming back again! 


The LA Freeway at 3 AM on a 
Sunday morning, minus guns 


The original F-Zero took place oi 
flat tracks, but the sequel has 
hills, camber and loops. 


MS 




ED 

MB 


ME (MW® 




1 Nintendo has added eight new vehi- 
cles to the mix, as well as including 
the original hovercraft. 2 A variety of 
camera angles display the action, this 
one showing a fly-by of the busy futur- 
istic racetrack. 3 As you can see, the 
limited backgrounds mean there are a 
hell of a lot more cars on screen than 
you might expect. It can get crowded 
and bumpy at the start. 


1 Now four player is cool, but there’s 
nothing more exciting than a duel 
against your greatest opponent. 

2 The four player mode will be one 
of the most attractive features of the 
game, as long as they can maintain 
a decent frame rate. 
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Lord Deimos is just one of the vicious 
WArriors you’ll go AgAinsf in NBce - 
The DArk Age. EacIi fighter comes 
with his or her own deAdly weApon And 
so mAny different moves And combos 
thAt inflicting pain will be eASier thAn 
ever before. And flunks to the ArcAde 
development of the “Voodoo Graphics" 
chipset, you’ll get 3-D fighting as 
you’ve never seen before. So pick 
up Macc - The DArk Age fodAy. But 
wAtch out for Lord Deimos - he’s looking 
for his next victim. 


EVERYTHinG’S A WEAPOn. 


MIDWAY 


l«s p»i 

PiaySioiionj 
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SYSTETC NINTENDO fcfl 


S higeru Miyamoto has a talent for 
produciing memorable games 
and characters. Yoshi, the love- 
able dinosaur first seen in Super Mario 
World for SNES, can now be seen in a multi- 
tude of titles including the brilliant, but 
under rated Yoshi’s Island. This Nintendo 64 
sequel promises to elevate Yoshi back into 
the spotlight. 

The original Yoshi’s Island was a 
graphical masterpiece, featuring hand 
drawn and hand painted backdrops, digi- 
tized onto a SNES cart The effect may have 
been a little too artsy for some players and 
although the game did well, it never 
repeated the performance of the original 
Super Mario World. 

Yoshi’s Story again features distinctive 
graphics - this time brightly colored com- 
puter renders, occasionally interspersed 
with more hand drawn stuff. The sprites are 
also rendered, giving the game a very solid, 
3D look, without, of course, 3D movement. 

Although the idea of a 2D side scroller 
might seem old-fashioned, there are many 
gameplay elements that will only 
work in this genre.And this 
is, afterall, Mr. 

r /I i Miyamoto’s forte. The 

>•^4. ]lj|gg£jBL chances of this 

game sucking are 
/ - sij? slim to none. 

The 

I flH twj gameplay incor- 
porates 

'Si f/M many of the 
elements 

BH!r' . JBHHF seen 

Vj ''jW Island, but with- 
* V out the addition of 

s>, baby Marjo And jf 

you’re waiting for yet 
another 64-bit Yoshi appear- 
ance, word on the street is that he’ll be 
back for Super Mario 64 part 2. 


pueusher: Nintendo 


developer: Nintendo 


What’s 
green and 
makes you 
say 

‘Hwww’? 


The rotating balls are hard to 
jump on anyway, but the 
problem is exacerbated by 
the fact that they are 
inhabited by ^ 

strange creatures. 


Layers of parallax add depth to 
this 2D side scroller. 


And what game would be 
complete without a snow 
level? Snow is easy to draw. 
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1 In some parts, the ‘camera’ pulls 
back revealing almost all of the level, 
and allowing you to combat some seri- 
ously oversized foes. 2 Yoshi fights off 
a slightly surreal slug. 3 The water is 
just one of the many transparency 
effects used to make Yoshi’s Story 
even more spectacular. 


1 Yoshi explores a drainage system 
which is inexplicably made of papier 
mache, revealed in the weird cut-out 
view. 2 Although the game has some 
visual similarities to Donkey Kong 
Country, the colorful, neon style is 
all its own. 








o 



1 Magic spells and items can be 
upgraded and collected throughout the 
game. 2 By not using polygons, the 
developers were able to get an 
extremely sharp, smooth look to the 
game. 3 Enemies, like this huge, fire- 
snorting demon are sure to keep 
gamers on their feet. 


1 Fully rendered 3D environments allow 
players a full 360 degrees of movement 
to explore a U.S. Carrier or Russian Air 
Base. 2-3 Photo realistic environments 
are used in conjunction with digitized 
video for mission briefings to further 
immerse the player into the game. 




system: PC 


publisher: Nindscape 


developer: Take E Interactive 


RELEASE date: DECEMBER 


JetFlghter. Full Bum offers 
modem air combat fun 
without too much of 
that icky realism 
to muck 
things up. 


he latest installment in the popular 
PC-based JetFighter series, 
JetFighter: Full Burn, takes a dif- 
ferent tack then many PC flight sims in that 
its gameplay leans more towards the arcade 
rather than authentic simulation. 

Extensive use of cinematic introduc- 
tions, mission briefings, and cut scenes in 
forwarding the game’s storyline should fur- 
ther the game’s appeal to flight sim 
novices. The player can assume the 
role of either an American or 
Russian pilot and the story unfolds 
differently depending on which 
path the player chooses. 

Since the game sup- 
ports MMX and 3D accelerators, 
JetFighter: Full Bum should look 
and perform more than satisfac- 
tory. The number of pilotable craft 
is a little on the low side, but the 
available rides will be highly appealing 
to fans of cutting edge jet fighters. Even bet- 
ter, the game supports head-to-head and 
cooperative multi-player action for two with 
the included CDs and up to eight with 
additional CDs. 


ObH ULTRA, gameptsLjers 


system: PlayStatiom, PC 
publisher: Psygnosis 


developer: Haiku Studio 

RELEASE DATE: FEBRUARY 


C onceived from the works of fan- 
tasy writer Michael Moorcock, 

Elric is a real-time, sprite-based, 
3D adventure developed by Haiku Studios. 
The game is going to be action intensive, 
with real time sword-fights and spell-cast- 
ing. It will be available for the PlayStation 
and PC, with up to eight player death- 
matches scheduled for the PC. 

The story is standard fare. You are 
Elric and the evil gods have put your beloved 
Cymoril in an eternal sleep. In order to wake 
your soulmate and save the world, you must 
bring back the nine parts of the Cross of 
Chaos. However, in order to secure 
these pieces, you must fight through 
hordes of monsters and obsta- 
cles. Throughout the game, you 
come across more powerful 
[ weapons and enemies, which 
enhance the game’s staying 
power. What could set Elric 
apart from similar titles is the 
smooth animation, sharp graph- 
ics, and eye-popping special 
effects. But even more interesting is 
the developers decision to stay away 
from the RPG elements and stick to a pure 
action game. 

The combination of a deep storyline, 
stunning graphics, and hot gameplay might 
just be enough for Elric to make its mark. 
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The graphics in Elric 
are truly marvelous 
to behold! Check out 
that evil dude! 
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Compete head-to-head. Surrender nothing. 

The Microsoft Sidewinder game pad brings the action of video game play 
to the PC. Now, as many as four of you can play Windows 95-based games by 
daisy-chaining these pads together without losing any functionality. Only Sidewinder 
game pads do this. 

Map complicated, hard-to-remember multi-button moves to a single button for 
execution of lethal maneuvers. And it’s a perfect fit for hands of all sizes, letting you 
keep a solid grip and making it easier to use any of the buttons or triggers. So, the 
more Sidewinder game pads you own, the more friends you can take advantage of. 



www.microsoft.com/sidewinder 

1997 Microsoft Corporation All rights reserved. Microsoft, Sidewinder, Where do you want to go today?, Windows and the Windows logo are registered trademarks ol Microsoft Corporation. 




W hile Metal Gear Solid was the 
talk of the show at E3, it was- 
n't even playable yet. We 
wanted to find out how this puppy played, so 
we trekked all the way to Tokyo, Japan, in 
order to see this game in action. 

Imagine, if you will, a warehouse, 
where numerous guards roam on patrol, 
while your character swims up to a loading 
dock. The player can stay in the water par- 
tially submerged, where he can scout his 
enemies' movements unobserved. This 
game is all about stealth. 

Choosing a section of the dock that is 
unpatrolled and obscured behind a fuel tank, 
the player decides to either play the game 
like a shooter, or earn more points/benefits 
by avoiding as much contact as possible (at 
times, it will be absolutely necessary to 
avoid contact). Initially, your player starts 
with nothing but his hands and a pack of 
cigarettes. Good luck. You'll need it. 

Your player runs around and takes a 
strategic position at a corner in the ware- 
houses. As a guard walks 
_ around the comer, you grab 
him and quickly flip him 
over your shoulder, where 
< he lays stunned. 

r V As you run away, the 

' ’ guard alerts his 

coworkers to your 
presence. Hiding 
along the wall, you 
v Hi grab the next 

■ guard that passes 
9 you, but this 

|mn9l time from 

W behind. Ashe 

m struggles 
, . againstyour 

grip, the guard 
becomes a human 
shield. You then tempt 
the other guards to shoot 
at you. Once your human shield 
is dead, use his weapon to return fire. 


system: PlayStation 


publisher: Konami 


developer: Konami 


RELEASE DATE: SUMMER ITO 


sneaky! 


Even in darkness, you can be deadly when 
using these cool night vision goggles. 


There are literally dozens of different 
weapons in the game, all with different 
sounds and effects. There are submachine 
guns, pistols, sniper rifles, and more. One of 
the most impressive weapons is a guidable 
cruise missile that you can control via a mis- 
sile cam once you fire it. In addition to loads 
of weapons, numerous items such as keys, 
explosive charges, detonators and more are 
at your disposal. It's even possible to set 
traps and distractions. 

Despite the fact that the Metal Gear 
team won't commit to any proposed ship 
date, Konami management is currently tar- 
geting a summer 98 release. 


Your weapons are many and 
varied. Automatics are likely to 
be most people's weapon of 
choice, though. 


Yep, that's real 3D snow alright 


I Huh? where the hell’s the caption? 

Detailed environments like this one 
aren't seen in very many games on any 
system. 3 Your character can crawl, 
slink along walls, climb structures 
and more. 


! Ack! Caught in the crossfire! 

2 Hey, you can even use the ATM 
machine after normal banking 
hours, thanks to your 
nightvision goggles! 
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To boldly die where no one has died before. This is Enemy Zero, and you are Laura Lewis. You’re on a space 
station and your crew members are being picked off one by one by an alien beast. No sweat, it’s a shooting game 
and you can handle a gun. But you can’t see the alien, only hear it. Scared? Thanks to the eerie soundtrack and 
intensely graphic cinematic effects you will be. Just be careful. In space no one can hear you wet your pants. 


ENEM' 

ZERi 


SEGA 

SATURN 1 


Sega is registered in the U.S. Patent & Trademark Office. Sega Saturn is a trademark ot Sega. Enemy Zero ©1996 WARP. ©1997 SEGA, P.O. Box 8097. Redwood city, CA 94063. All rights reserved, 
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systetc PlayStation, Nintendo M 
publisher: Konami 


developer: Konahi 


RELEASE DATE: JANUARY 


HI I of the 
thrills „ none 
of the 

commercials! 


With his blue faders 
and that plastic 
suit, this guy 
will score, 
for sure! 


uring the Atlanta Olympics, 
Konami didn't manage to capture 
the all-important official license. 
But it still swept the board in terms of sales 
with the very playable Track and Field for 
PlayStation. Now it's been line-jumping 
other game industry hopefuls when it comes 
to bidding for licenses on the Olympics and 
it seems that it's going to be putting it to 
good use. 

Nagano Winter Olympics '98 features 
all the major winter events presented in the 
same style as the inimitable International 
Track & Field. Realistic, large scale texture- 
mapped athletes compete over a dozen 
events; including bobsled, luge, downhill 
skiing, slalom, speed skating, ski jumping, 
snow boarding and even curling (a 

bizarre sport involving rocks, brooms 
and a good deal of ice). 

The N64 and 

PlayStation versions will dif- 
fer slightly in terms of which 
events are picked because 
‘the development teams have 
different preferences’. Both ver- 
sions are being developed 

completely independently 
of one another, with the 
teams only sharing some 
model and animation 
data. Thus, PlayStation 
owners will get the bene- 
fit of an additional alpine 
event, while N64 owners 
will get a slightly different 
method of speed skating. 

Much like Epyx's classic 
Apple and Atari computer clas- 
sic, Winter Games, Nagano will 
offer a variety of practice and 
competitive modes. From one 
to four players will be able to 


Snowboarding is easily one of 
the coolest (pardon the pun) 
sports in the game. Jumps 
and tricks are what you're 
looking for here. 


This wouldn’t happen so often if those 
cheapskates would just chip in for gas! 

compete simultaneously in a comprehensive 
competition or in a single event. 

Nagano will feature locations from the 
upcoming games, including fully modeled 
ski slopes, plus motion-captured athletes 
simulating the real competitors. Konami 
says it wants this to be a family game. Both 
versions are expected early next year. 


This is the dreaded Turn Two, 
otherwise known as ‘Old 
Gelding Glacier’. 


If speed skaters were really 
vain, they could check out their 

roflaMinnc in ttio inn 
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after $30 mail-in rebate 




:ional retailers 


toy works 






REALISTIC WATER PHYSICS CREATE WARE EFFECTS 


DEA TH-OEFYINO JUMPS ] 


INTERACTIVE ENVIRONMENTS 


SO REAL ... YOU’LL WET YOURSELF. 






Microsoft' 


Windows 95 


IG BOATS TO CHOOSE FROM 


btrap in and throttle up as 


yuu whip through the most . ■ ri n 

__ ' ' ' ■■ 

realistic and immersive 

nniit/nnhngf nnninn rinmn ■ 


powerboat racing game 
ever made. Jump over 


roadways and through 


I honk nul the tunnels but dun 

passing convoys or speed get mo friendly wun imp wans. 


between oil tankers betore 


they close off the track 


and turn your boar to 


splinters. Find a shortcot 
and take the lead, or better 


yet, secure your victory 
and force your oppooent 


Spp rhp siolus in New York. 
Ijui wall'll mil fop Ihp cabs! 




min a river barge 


at 200 miles 


per hour. 


ap 


• Dive under wotpi’, crash through 
waves and careen ofl jumps. 




Fully inrppacrivo 3D environments 
rhar conrinually change duping paces. 


Split your screen 4 ways and 
play 3 friends simultaneously. 


Race computer opponents or compete 
with up to eight networked players. 




• tight super-intense racetracks trom 
around the world to tear through. 


• Can t find a worthy opponent? Race 
your "ghost” using your own best time 


Available January '98! 


Use brst-pprsnn nr 
third-person “flo-cani” lo 
catch all Hie action! 


16815 Von Karman Avenue 
Irvine, CA 92606 
www.vrsports.com 





n sleeper that has all the earmarks 
of being a hit, Auto Destruct sort 
of came out of nowhere with its 
insane combat racing gameplay. The basic 
premise of the game has distinct similarities 
with games like Carmageddon and Twisted 
Metal, with more of an emphasis on mission 
objectives than those two titles. 

The player assumes the role of a 
champion race car driver who has just wit- 
nessed the brutal killing of his wife and 
daughter at the hands of fanatical cult. The 
player is then recruited by a mysterious 
secret organization and given the opportu- 
^ nity for vengeance against the cult. 

Auto Destruct is set in major 
jlSV cities like London and San 
Py|j[\ Francisco. The cities are huge, 

fully-rendered, 3D environments 
\ that allow the player to drive at 
1 high speeds through city streets 
I to fulfill a variety of mission 
objectives. The overall atmos- 
U phere of mayhem the game 
possesses is its biggest plus. 

There always seems to be cars and 
pedestrians being run into, run over, 
and blown up. The car handles nicely and 
the concept is impressively realized, which 
makes this relatively unheralded title one to 
look for this Christmas. 


systems PlayStation 


developer: ElectronicArts 


There Is a definite James 
Bond feel to the game, as 
the player drives around 
blowing everything 
to smithereens. 


gpdddon , .one part 
Auto Destruct -to pks to 
|he burgeor^Ag cqpibat 


F irst-person perspective shooters 
have replaced the side-scrolling 
platform game as a videogame 
industry standard, but Shadow Master 
seems to offer a bit more than usual. 

The basic storyline involves an evil 
enemy known as the Overlord who has per- 
verted all forms of life on seven different 
planets and turned them into menacing 
mechanical monsters. 

Shadow Master \n\W have 16 levels of 
gameplay, each featuring a diverse collec- 
tion of enemies, in addition to an end level 
boss. A promise of complex character Al 
routines should mean an above aver- 
v age challenge for this type of game, 
but what is most notable about 
Shadow Master are the 
fy graphics. Every manner of 

I Jr T advanced lighting effect has 
jf If been utilized to make the 
JJ game a superior-looking, first- 
person shooter. 

The gameplay 
seems a bit too track-based 
and leaves a distinct Tunnel 
y B1 taste. Whether Shadow 

Master can rise above that 
visually impressive, but ulti- 
mately disappointing game will 
probably depend on the variety of the 
mission objectives in the final game. 


system: PlayStation, PC 


publisher: Psygnosis 


developer: Hammerhead 


Shadow Master is a 
pyrotechnics-filled, first 
person shooter set in aj 
stylized fantasy woridr . 


1 The action takes place in major cities 
around the world, including our 
personal favorite, San Francisco. 

2 There are a few interesting camera 
angles that add a different flavor to the 
gameplay. 3 As in real life, pedestrians 
are fair game in Auto Destruct. 


1 A selection of six special weapons 
promises some offensive variety. 

2 This sub-boss shows off some of the 
graphical effects that are literally jam 
packed into this game. 3 Great. We 
have to save the universe and they give 
us Scooby Doo’s Mystery Mobile to do 
it with. 







Command state-of-the-art Transformers! 
Be a heroic Maximal like Cheetor 
and change from beast... 


takes bn a whole new meaning when BEASTS can CHANGE 

Mg fajS; 

into ROBOTS armed Tb the teeth with hi"t8Ch WSGpOfiry 

r and bent on fUUng the UNIVERSE* 


.to robot fighting machine with 
awesome firepowers! 


Or choose to be an evil Predicon 
like the terrifying Megatron! 


Battle in rugged 3D terrain with 
natural hazards and enemy armies. 
Defeat rival Transformers in 
head-to-head combat! 


Maximize! Terrorize! 

Fight for control of the Energon supply! 


www.beastwars.com 


Coming Soon on 

Window!' 95 CD-ROM 


fr will bring out 


BEAST IN YOU 
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E ven for the editors here at UGP, it’s 
rare to get a good look at a game 
over six months before its release 
date. And it’s even rarer when that game 
seems to look and play as well as Super 
Moto Cross does. 

An off-road motorcycle racing game, 
Super Moto Cross puts to shame the only 
other similar type game on the market — 
/MX Racing. (Moto Racer is excellent, but 
since its not strictly off-road racing, we 
won’t consider it a direct competitor.) VMX 
Racing, while entertaining to a certain 
extent, was plagued with questionable con- 
trol characteristics and visually unappealing 
graphics. Months before it set to be 
released, Super Moto Cross has both of 
these features running at an impressive 
quality level. 

Visually, Super Moto Cross looks 
superb with its fully rendered 3D environ- 
ments, numerous textures, and real-time 
light sourcing. The dirt bikes themselves 
sport an incredible amount of detail and the 
rider animations are nicely done, although 
Acclaim insists that the game contains only 
‘place holder’ animation at the 
moment. Nice touches, like 
realistic water splashes, 
kicked up dirt, and tire 
tracks left in the mud, 
k add to the overall 
visual experience. 
<A Even 

more impressive is 
the fact that the 
game already 
•eJ* controls at a 
3* highly satisfying 
§1 level. ULTRA GP 
y played the game 

with a standard 
digital controller and 
commands could be so 
smoothly inputted that, at 
times, it felt like analog control. 

As for analog control, by the time Super 


system: PlayStation 


publisher: Acclaim 


developer: Probe Entertainment 


The best 
way to play 
in the mud 
[without 
girls. 


Being an off-road motorcycle racing game is 
the only similarity between Super Moto Cross 
and VMX Racing. This is a good thing. 


Moto Cross releases, the Sony analog con- 
troller will be available and Acclaim 
promises that SMC will support it. 

The only question remaining is how 
many tracks Super Moto Cross will ulti- 
mately offer. The version we saw offered 
five tracks. With so much time left in the 
development cycle, there will be plenty of 
opportunity for the developers to add even 
more racing circuits. 

If Super Moto Cross adds depth (read 
tracks) to its already impressive gameplay 
and visuals, the game will certainly fulfill its 
promise and contend for one of the best rac- 
ing games of 1998. 


Even early in its development 
cycle, Super Moto Cross looks 
and plays exceptionally well. 


An optional external camera 
angle offers little functionality, 
but does offer some 
scintillating visuals. 




k This shot of the Super track 
some indication of the afrbo 
: that the game will provide. , 


1 The level of graphical detail in the 
game is simply amazing. 2 Differing 
weather conditions significantly alter 
the look and feel of the tracks. 3 The 
fully realized 3D environments mean 
that the game isn’t strictly limited to 
the track. 


^ With over six months left in the 
game’s development, there’s a lot of 
work to be done, but those objects 
in the middle of the track are cer- 
tainly intriguing. 2 This shot was 
taken after Bill tracked us down for 
missing deadlines. 
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It’s one thing to take a bullet like a man but how does 
one take 3-foot long, razor sharp scissors? How will 
you avert decapitation and keep your entrails front 
spilling out over the kitchen floor? This will surely be 
your fate unless you can outwit Norway's most lethal 
killer-Scissorman. You'll have to become a master of 


stealth and deception to avoid being cut to ribbons in 


this blood-soaked horror adventure. 

Five playable characters and ten different endings 
for super-extended replay value. 

Amazingly detailed, horrific graphics and 
special effects. 


Bone-chilling sound effects. 
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F ar in the distant future, a new race 
of beings called Michi unexpect- 
edly made a merciless invasion on 
mankind, bringing them to the brink of 
extinction. The survivors decided to fight 
back. They put together the Gunbike Special 
Assault Unit, made up of transforming 
mecha. The mecha can transform instantly 
into three different modes, from a bike to a 
robot, very similar to the Cyclone ^ 

mecha in Robotech. 

The main feature in Armored 
Fighting Robot mode is attacking. It VT 
is the slowest moving of the three 
modes, but its attacking ability is the 
greatest, and damage taken from 
enemies is relatively little. Its attack 
methods include punching and J •- 

‘roller-dashing,’ as well as your ‘gun- 
arms.’ There are also quick turning 
and jumping functions. Armored Rally ^ 
mode is the high turning ability mode. 

Speed and attacking ability are inferior, but 
it boasts high mobility and endurance. 

Lastly, there’s Speed Bike mode. It has a 
high velocity rate, but is extremely 
difficult to turn. Its 

> endurance is low, and if 

■ b ,7? ; it is attacked, it easily 
▼ falls down. 


systetc PlayStation 


developer: Sony Music 

Eotertaimem- 


This game 
truly is 
more than 
meets 


Those mutant baddies are every- 
where. Be damn careful! 


made specifically to be a Gunbike rider. A 
synthesis of man and Michi, she has various 
defects, like being subject to madness. 

The game has seven stages, and each 
stage has a beginning half and ending half, 
with entirely different gameplay. The first 
half is essentially a racing game, in which 
you must reach a certain point in a certain 
amount of time. The last part is your battle 
with the main boss. Depending on the stage, 
some bosses attack without warning. 


What’s more deadly — his 
punch or that damn spiky hair? 


See angular metal things run 
along metallic corridors! 


1 jHi player can choose 
I from three char- 

acters: Ippei, 
Major Nohno, 
and Ahmi. Ippei is a 
hot-blooded youth who acts 
w before he thinks. He lost his brother, a 
motorcycle-riding hero, to the Michi and, 
in despair, he joined the Gunbike Special 
Assault Unit. Major Nohno is the only military 
officer in the Gunbike Special Assault Unit, 
appointed ‘elite rider’ by his commander. 
He’s a perfect, calm and composed ideolo- 
gist, but is also conceited. Ahmi is a robot 


1 Things blow up real good in the 
world of Gunbike! 

2 Long straight passageways make for 
some real intense top speeds! 

3 Wow! It’s small, purple metal thing 
against big grey metal thing for the 
championship! Woohoo! 


1 Looks like one or more of these 
mechanical monsters is gonna be 
retired to the scrap heap soon. 

2 This damn mech’s got more legs 
than a centipede! 
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system: PlayStation 


W ell, Little Boy Blue may not be 
the oldest or the most famous 
videogame character, but he 
is undoubtedly the hardest workin’ man in 
show business. Lazy mascots like Sonic and 
Mario are lucky to appear in one or two 
games a year, while the robotic boy is 
back again for over his 20th game 
'\ (and that’s not counting all of the 
^ different platforms, either). 

yf) For the first time in the storied 
V franchise’s history, Mega Man is 

going to be made of metal and 
polygons as Capcom brings the 
-S3 game into the third dimension. 

The 3D nature of the game is 
, /v \ one of the many changes that 
'i Mega Man Neo is undergo- 
I i \ ing. The game will 

I I incorporate RPG 

Wrk elements, like walking 

^ / ©5* 7 around town, interacting 
gr with characters, and a 

Manga-style story. Mega 
Man purists need not worry, 
i because all of the boss-fighting 
Sag* action of the series is here as well. 
One thing is certain, this is the 
biggest advancement yet (not 
to mention the only) in the 
V,; 9$ lengthy series. 


publisher: Capcom 


developer: Capcom 


RELEASE DATE; FEBRUARY 


Does anybody know why 
Mega Man’s girlfriend is 
carrying that 
wrench? 


1 We always wondered what the other 
side of Mega Man looked like. 

2 Here’s a surprise, Mega Man has to 
fight big bosses in the game. 

3 Locking up the monkey is not only 
cruel, it’s downright illegal. 




The upside: 

WENCHES. 

The downside: 

THE tJLANK. 


I 


he salt spray hits your lips as you look 
into the deep blue. The frigate creaks and 
the plank bobs. Will this be the end? 
Welcome to Shipwreckers! Life on the high 
seas at its swashbuckling best. Wield flame 
throwers and hurl lightning bolts as you man 
cannons and command great vessels under the 
Jolly Roger. Battle one to five other players. 
The rewards are great, the puzzles daunting 
and the excitement high— just watch your step. 
The plank is a cruel mistress. 


Shipwreckers! and the Psygnosis logo are trademarks of Psygnosis Ltd. ©1997 Psygnosis Ltd. All rights reserved. The PlayStation logo and 
“PlayStation” are trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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Avoid ohompin' alligators 
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system: PlayStation 


publisher: Sony CE 

at the Tokyo Game Show is 

developer: Sony Music 

H another hot-looking game from 


the suddenly busy developers at Sony 

Entertainment 


release date 2nd iJtr M 

What we know about the game is that 


The movie we saw featured a 
very small area, from which 
you have 



it is a complete 3D world, with a third-per- 
son view, that is often far away (similar to 
Loaded). We also know that the missions in 
the game are going to be timed and feature 
puzzles and thinking over action. As the title 
suggests, the primary goal of Escaper is to, 
well, escape from various areas. The polyg- 
onal graphics are extremely smooth 
and the different gameplay ele- 
ments make this one cool-looking 
title. There is still some ques- 
tion who, if anybody, is going 
to bring this game out in the 
U.S., however, the game 
doesn’t feature freaky 
Japanese characters or a 
novel full of text, so we fully 
expect somebody (probably 
Sony) to bring out Escaper by 
next Christmas. 

As soon as we uncover more 
details on the game, you will be the 
first to know. 




Harry’s idle animations have 
him glancing over his 
shoulder, awaiting an 
imminent 
attack. 



P orting over a classic 2D side- 
scroller into an updated 32-bit 
format can sometimes be a tough 
project to take on. Certain games, like 
Castlevania, haven’t lost any of their edge, 
even when kept in their original 2D form, but 
with a new, roughly playable version of 
Pitfall 3D in the offices, we can safely say 
that Harry will be able to jump, swing and 
float in full 360-degree glory. 

Activision has also managed to retain 
the majority of classic enemies from 
all of Pitfall 3D ’ s preceding ances- 
tors and put them into action. 
Harry must dodge torturous 
lava pits, deal with rather 
nasty scorpions, and he’ll 
even be able to shoot some 
nifty projectile weapons as 
well. The controls are still a 
bit rough and we have yet to 
see if Activision will attempt 
to place this game in competi- 
tion with some of the other 
stellar 3D action titles soon arriv- 
ing on the market, but so far, Pitfall 
3D looks to possess a lot of potential. 
Keep an eye out for it early next year. 


1 These scorpions will take a little 
while to get used to killing. They have a 
nasty habit of tossing you around with 
their tails. 2 Harry stops in for a little 
health-empowerment after taking a 
short sprint through the lava fields. 

3 Yawning holes in the ground are just 
another carry-over from the Atari ver- 
sion of the game. 
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“The only NFL game good enough 
to put my name on it.” 

-Jimmy Johnson, Miami Dolphins 



Real NFL teams, logos and 
players with authentic play 
books and formations. 

Plus Customize Players and 
Teams, General Manager Mode, 
and Adjustable Real-Time Camera 
Movement Before the Snap. 

“There is so much more in my 
game... so get a move-on and 
check it out for yourself ! ” 
- ] immy J ohnson 

KIDS TO ADULTS 


An innovative interface 
provides precise control 
of passes and kicks. 


Fully Licensed. 


Motivation, game tips, personnel 
assessment and post-game analysis 
from Jimmy Johnson. 


© 1997 Interplay Productions. All rights reserved. VR Sports, VR Football and The Difference Is Real are trademarks of Interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions. 
Developed by Padded Cell Studios, a subdivision of Game Tek, Inc. Jimmy Johnson is a trademark of Golden Cane Enterprises. The NFL shield design is a registered trademark of the National Football League. TM/© 1997 NFLP. 


Create your own custom 
plays and save them 
on memory card. 







Back-to-Back Super Bowl Championships 
Four -Time NFL “Coach of the Year” 

36 Consecutive NCAA Victories 




Start Taking Notes. 


Team names, nicknames, logos and other indicia are trademarks of the teams indicated. Officially Licensed Product of the NFL Players. © 1997 PLAYERS INC. The PLAYERS INC. logo is an official trademark of the National 
Football League Players. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. All rights reserved. All other copyrights and trademarks are the property of their respective owners. 






Cruising around the city in the 
Batmobile is pretty damn cool 
and a lot faster than a cab. 


system: PlayStation 


publisher: Acclaim 


developer: Probe 


RELEASE date: MARCH 


Holy three- 
dimensional 
butt shots! 


This Bat-Frisbee has more 
curves on it than an 
episode of Baywatch! 


T hanks in large part to that 

schmuck, Joel Shumacker, the 
Batman series has gone to hell. 
The latest adventure, Batman & Robin, 
featured cornball lines like, ‘the chicks dig 
the car’, not to mention several close-ups of 
superhero buttocks encased in rubber. Now, 
for the first time in the series’ history, there 
appears to be a decent videogame being 
made and, in ail likelihood, it can’t be any 
worse than the movie. 

In prior attempts at Batman games, it 
was always the Caped Crusader moving 
from left to right and beating up flat 
enemies. Batman & Robin is different in 
many ways. First off, the game is completely 
3D and offers more freedom of movement 
than nearly any game on the market. 
Secondly, the game features a virtual 
Gotham City which, as Batman, Robin, or 
Batgirt, you must protect from the evil Mr. 
Freeze and Poison Ivy. Instead of just run- 
ning through the minions and then fighting 
the boss at the end, you actually have to 
look for the commissioners call. 

The most intriguing aspect of the 
gameplay is the way the game takes place 
on a timeline. While cruising around in the 
Batmobile, a call will come from the 


polished look. 

While the graphics and control of the 
game are coming along nicely, we are still a 
little concerned about the final project. Often 
when a developer gets too ambitious in a 
project, it ends up not coming together at all. 
However, Acclaim has already delayed the 
game until next year and they say they will 
delay it as long as necessary to ensure that 
the game is quality. We’ll wait and see if this 
great idea comes to fruition. 


you have to 
speed 
around the 
streets of 
Gotham 

(avoiding 
the innocent 
traffic) to the 
museum to try and 
stop it. If that takes too long, 
then another crime will start taking 
place. This type of gameplay finally gives 
gamers a chance to see how life really is 
as a caped crime-fighter. 


D6 | 4 ULTRA gsmsplsu/srs 


http: //www. ultragp.com 












www.thq.com 


Name: 

Mia 

Age: 

19 

Height: 

5 ' 7 " 

Measurements. 

36 - 24-36 

Occupation: 

Rave DJ 

Fighting 

Technique: 

Pi-Kua Kung Fu 

Home Turf: 

The Sir 


I’ll Take 


You 


Endless hours of 
unbelievably fast gameplay 


Tons of kickin 
alternative rock tunes 


PlayStation 


T" eFig %^Turf 

Join the Brawl in November 

www.thq.coti; 


Visit your local retailer or call 
1-818-225-5167 for orders only 


■ 






IN 




:0b SECONDS., 


«v ' • •• 


THE COMPUTER 


PT AT T M 


V U \ I U V 


WILL FOLLOW 


SHORTLY 


THEREAFTER 






of Sony Computer Entertain meat 


ACEC0MBAT™2 ©1995 19S6 Namco Ltd.. All Rights Reserved. PlayStation and 
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30 formidable missions - 
nearly double the missions of 
Air Combat. 


Awesome mission debriefings - 
dynamic diagrams and moving 
maps for surgical strikes. 


The most realistic dogfights ever 
created for the PlayStation"' 
game console. 

Total 3-D polygon environment - 
fly freely and unload your 
arsenal with reckless abandon. 

Advanced artificial intelligence - 
cunning and calculating enemy 
pilots. 


• Secret planes and hidden 
missions - the better you fly, 

tho mnro unii'll ro\/oal 
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Ever wanted to be a 
Ninja? Tenchu appears to 
be the next best thing. 


F rom the makers of Kileak: The 
Blood, comes one of the most 
interesting games of the year. 
Tenchu (Heaven’s Punishment) looks a lot 
like a Bushido Blade clone, but in fact, it is 
nothing like it. Instead, Tenchu is the Metal 
Gear Solid of the 16th century. 

Essentially, the player can choose to 
be the hero, Rikimaru, or the heroine, 

Ayame, and must use ninja skills, like hiding 
in the shadows to discreetly complete 
mission goals. Weapons in the game include 
a ninja sword, throwing stars, and caltrops. 
But Tenchu isn’t about mass violence, 
in fact, if you race after enemies 
with reckless abandon, you will 
fail. Instead, sneaking up and 
hiding out are crucial to 
completing the mission. Not to 
fear, there is plenty of close-in 
combat and blood to keep action 
fans satisfied. 

As of yet, there is no word 
whether Tenchu will make the trek 
over the ocean, but if the game is as 
good as it looks, then you can be sure 
Sony will have it out by next Christmas. 


1 Splashes of blood look so rea,l it’s 
likely to spatter on the controller if you 
aren’t careful. 2 Large 3D areas for 
exploration and hiding must be used to 
accomplish the missions. 3 The light- 
ing, graphics, and new concept set 
Tenchu apart from the pack. 


scteh: PlayStation 


publisher: Sow CE 


developer: Sony HE 


RELEASE DATE: NTH ffTR Ifllfl 


Oh, take your partner by the 
arm, Allemande left and 
do him 
some harm... 




1 Now that we’ve started updating 
things from the 80’s, it is finally time 
to do a 90’s version of Porky’s. 2 The 
smooth graphics and haunting sound- 
track should make Sentinel Returns a 
different type of strategy game. 3 With 
666 levels, there are plenty of different 
environments to play in. 


T he original Sentinel on the PC, 
Amiga, and Atari S in 1985, and 
was one of the first titles to pro- 
vide a entirely different type of game. 

Essentially, Sentinel Returns is a 1997 
update of the original game, that has added 
a richer visual world and several new game- 
play elements as well. The objective of 
Sentinel Returns is to gain control of the play 
area by attaining energy through absorption 
of trees and through judicious use of said 
energy to ascend to the highest point of the 
landscape, absorbing the Sentinel and 
taking his place. Sound confusing? 
Well, that’s exactly what made 
the original Sentinel such an 
intriguing game. However, the 
best way to describe Sentinel 
Returns is an eery 3D chess 
game. The fast-paced strategy 
game takes place in a haunting 
environment that comes to life 
/ith the music of horror director 
John Carpenter, who Psygnosis 
signed on to do the soundtrack. 

The game features 666 levels, serial 
link, network play, themed play environ- 
ments, and a random level generator. 

Sentinel Returns should be one of the 
most interesting and original titles of 1 998. 


The network play on the PC should 
make for some excellent 
eight-player games. 


systeit PuyStation, PC 
publisher: Psvcnosis 


developer: Hookstone 


RELEASE DATE: MARCH 


looking a 
helluva 
lot better. 
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THERE, ON 
THE HORIZON! 


EVER BURY THE ONE YOU LOVE IN 
A MATCH BOX? THAT'S ALL THEY 
LEFT OF HIS SISTER. 


FOR SLATER, EVENING THE 
SCORE WASN'T VENGEANCE, IT 
WAS SIMPLE JUSTICE. 


BEFORE THEM, A CORPORATE WARBIRI7, 
A FLYING CITY OF PEATH, COLP ANP 
BLACK, WITH EHOUGH FIREPOWER TO 
TAKE OUT THE ENTIRE POME. 


ANP IT WAS TIME FOR THE 
EXECUTIONER TO PO HIS WORK. 


PlayStation 


You are Jeff Slater, 21st Century 
cop. Fly your Havoc gun ship on 
35 missions through 51 of 
Callisto’s domed environments. 
You have fly-anywhere 360° 
maneuverability and tons of 
firepower. Serve Si protect. 



m. see you I 


IN HeLL! f 






I n odd, but interesting, mix of 
Resident Evil and Red Alert make 
I Flesh Feast one of the more 
intriguing titles on the way. The game is set 
in the campy 3D world, but don’t worry, 
there’s plenty of gore to go around. 

The game can be played similar to Red 
Alert, where you can strategically control a 
party of adventurers or you can fully take 
over one character in a Resident Evil- style 
action/adventure game. With 17 levels, mul- 
tiple sub-plots, and 50 different weapons, 
there should be plenty of variety. One of the 
more interesting features of Flesh Feast 
is the ability to use your own limbs 
as weapons. If the zombies man- 
age to tear off your arm, you can 
then pick it up and beat them 
over the head with it. Imagine 
these sort of limb-to-limb bat- 
tles in death matches over the 
internet. Flesh Feast comes with 
three free months of HEAT.NET 
(SegaSoft’s internet gaming net- 
work) premium membership, 
complete with tournaments and ladders. 
This is the perfect set-up for some grue- 
some ‘eat your mates’ multi-player battles. 

Truly a game for the bloodthirsty. If 
Flesh Feast can match its gore with game- 
play, then it will be a game worth playing. 


system: PC 


publisher: Segasoft 


developer: Segasoft 


RELEASE DATE; FEBRUARY 


Hey, buddy! Keep an eye out 
for us, OK? Geez, don’t 
lose your head... 






arm PlayStation, NbM. PC 
pubuscr: Midway Horn 
EmiRTAiWEm- 


developer: Crystal ]><namics 


release date: Deceiwer/Ist iJtr 
1TM - NW 


Gex looks sharp while 
saving a young fan from the 
dreaded can opener 
of Death. 


W atch out Croc, there’s another 
reptile in town and he’s 
already been around the block 
a few times. Crystal Dynamic’s mascot is 
back for another go on PlayStation, PC, and 
now, the N64. Midway Home Entertainment 
is going to publish Gex 2 and release for the 
three major systems. 

The gameplay in Gex 2 is standard 
platform-fare — timed runs, jumping on 
heads — but the new 3D environment gives 
the game a different look and feel. The 
game is running in the PlayStation hi- 
res mode, which makes the 
graphics extremely crisp and 
detailed, plus Gex is moving at 
well over 30 fps with accept- 
able control response. 

The developers have 
created a greater variety of 
levels than almost any game on 
the market. With completely dif- 
ferent enemies, power-ups, and 
textures, each of the themed levels 
feels like a new experience. The levels 
include a horror level, prehistoric level, 
sci-fi level, and a Gexzilla level. We’ve yet to 
see much on the N64 version, but what 
we’ve seen on PlayStation and PC is very 
promising, indeed! 
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1 In this version of the game, 
attacks are old-school platform 
style. Jump on your enemy’s head 
and watch them explode. 2 EA 
promises multiple secret areas and 
tons of side-scrolling worlds to 
explore. Let’s hope they all look as 
good as this one. 


Odd power-ups and silly 
weapons are part of the stan- 
dard gameplay in Skullmonke 


Gorgeous pre-rendered back- 
drops give each 2D level a 
distinct feel. 


The usual dangers await 
Klaymen, like skull-headed 
enemies, and treacherous drops. 


Cinemas throughout the game appear painstak- 
ing for the production team, but the results are 
pure claymation goodness. 


interaction and a kept promise for more 
depth in level design, Skullmonkeys just 
might provide the gaming world with a 
brand new comic hero for 2D fans with a 
penchant for humor in their games. 

Besides, the name itself sounds like a 
lot of fun. Skullmonkeys... Skullmonkeys... It 
could almost be a secret club or a punk 
band name. Yeah, we think you could do a 
lot worse for a game title. Well, OK, maybe 
not that much worse. 


system: PlayStation 


publisher: Electronic Arts 


developer: Dreamuorks/Neverhood 


RELEASE date: JANUARY 


More fun than 
a barrel 
of monkeys? 


The whole concept and story 
behind Skullmonkeys takes 
on a rather humorous 
and bizarre tone. 

Game presentation 
is definitely not 
a problem. 


W orking off of the phenomenal 
success of the PC 
puzzle/adventure game, The 
Neverhood, Dreamworks and Doug TenNapel 
are at it again. This time, a console 2D 
platformer is in the works and truckloads of 
clay are once again being molded and 
shaped for the further adventures of 
Klaymen, the all-too-ordinary hero of 
Neverhood and now, Skullmonkeys. Doug 
TenNapel, the creator of Earthworm Jim, has 
envisioned a bigger, stranger universe for 
the unseeming savior, Klaymen. Chosen at 
random, Klaymen must protect his world 
from a similarly strange-looking villain 
named Klogg, who has just recently 
recruited a planet full of skullmonkeys 
(monkeys with hairless skulls for heads... 
go figure... ). Thus, your adventure begins. 

Along the way, you’ll be able to use 
bizarre and goofy weapons, such as a 
Hamster-shield, which renders the game 
comparable to Earthworm Jim in humor. 
Where else can you use a Universe Enema? 
Highly reminiscent of Earthworm Jim in 

design as well, Skullmonkeys is 
slated to feature more than 
1 20 levels across 20 dif- 
ferent worlds of 2D 
side-scrolling 
action. Completely 
created out of 
clay, the cinemas 
and character 
actions 
harken back 
to days spent 
in front of the 
tube watching 
Gumby and Pokey. 

It’s a sure-fire 
formula that not only 
looks amazing, but also gives 
the world of the game a highly individual 
appearance and an immersive quality 
backed up by a clever storyline. 

With a bit more variety in enemy 


1 The obligatory snow level... who 
would’ve thought this one possible? 
Now where’s the underwater level? 

2 We were only able to play on five of 
the 120 levels promised in the game, 
but the gameplay seemed smooth at 
this early stage. 3 Skullmonkeys is 
pretty much the brainchild of the 
designer of Earthworm Jim, as you 
can tell from a lot of the art and 
level designs. 
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Offer good in US only. Annual cover price is $71.88. Can 
US$26, includes GST. Foreign US$40. Prepaid in US funds 
only. Please allow 6-8 weeks for delivery of first issue. 


TO START RECEIVING PSM - Wt)% 


YOU'LL RECEIVE A FULL YEAR OF PSM 
■12 ISSUES- FOR ONLY $12.00. 

A SAVINGS OF ALMOST Jg* 


83% OFF THE COVER PRICE! 
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sraBt PC 


developer: PostL»ear 


RELEASE DATE: MARCH 


H spy game 
that puts 
poor old 
Goldeneye 
to shame! 


Hmm... well built babes 
carrying automatic 
weapons. Ok, this wins 
game of the year! 


F orget all that you know about 

SegaSoft and prepare to be damn 
impressed. We certainly were! 
Originally, SegaSoft was putting out cute lit- 
tle PC games like Space Bar and Scud, but 
with its new Transactor technology and a 
trio of hot games, HEAT.NET is the place to 
be for online gaming. 

Essentially, the Transactor technology 
enables an open economy in online games, 
where you can truly build your characters up 
with weapons and items. However, you can 
also lose things in battle, giving the game 
some serious consequences. It also opens 
up trading amongst players and is the first 
online experience that really immerses 
the player into a different and very real 
world. In Vigilance, you’ll be 
able to pick up weapons and 
find items along the way, 
watch out for other 
spies, because if they get 
you, they will take away 
your items forever! 

Even without the 
online experience, Vigilance 
is on pace to be one of the 
most extraordinary games 
of the year. The game is a 
3D, mission-based spy game 
that throttles the player into the 
1 most realistic world we’ve ever 
seen. Developed specifically for 
3DFX, Vigilance puts out more 
polygons than was previously 
thought possible. Simple 
objects, like a doorknob, take 
60 polygons. The end result is 
an expansive, smooth, and gor- 
geous 3D world. 

Of course, all the eye candy 
in the world doesn’t make a 
great game, but the best ele- 
ment in Vigilance is actually the 
gameplay. The player selects an 
alter ego from multiple mem- 
bers of a elite anti-terrorist 


) Even the bars are polygonal, giving 
the game a richer look than any other. 
2 The lighting in Vigilance is more real 
than the lighting in our office. Check 
out the refracted light against the wall 
— it actually changes as the day goes 
on. 3 No, this isn’t a picture of Bill’s 
desk. There’s no empty beer cans, for 
one thing... 


You want special effects and col- 
ored lighting? Well, Vigilance is 
going to have plenty of that as well. 
2 The graphics are so crisp, you 
could almost pick up one of the 
books and start reading. 


team and must sneak around dark offices 
looking for objects to complete the mission. 
Much like Goldeneye, silently taking out ene- 
mies is the only way to successfully 
navigate through several of the missions. 
Imagine this — you pick off a security guard 
from long range with a sniper rifle, then qui- 
etly walk into a dark office. Turn on your 
flashlight and look around for the secret 
documents. Finally, you take a picture and 
sneak back out past the other guards — 
absolutely awesome! 

It’s rare when a game comes along 
that causes us jaded gamers to get legiti- 
mately excited, but Vigilance did just that. 


None of the textures in the game 
are repeated, giving each wall 
its own distinct look. 


With large multi-leveled rooms, 
you see where plenty of enemies 
will eventually be placed. 
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READY TO WEAR 

For the PlayStation'” game console 


" Reality Quest's The Clove. . . 
will change the way you 
playgames. " 

- GamePro 

July 1 997 


“ The Glove does 
give the dedicated 
gamer a competitive 
control advantage." 

- Ultra 

GamePlayers 

July 1997 


" The coveted Glove 
is a truly revolutionary 
controller. " 

- PSM 

October 1997 



and Reality Quest are trademarks of 


Reality Quest Corporation. 


Licensed by Sony Computer Entertainment America for use with the PlayStation game console. 
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 


...ON HAND NOW 

AT STORES EVERYWHERE 



PlayStation 


License Pending 


- 100% Compatible 
with the Standard 
Controller for the 
PlayStation™ 

Game Console 

- Digital, Analog, and 
Simulated Analog 
Modes 

• Plug 'n Play 

* Fast Button Layout 



V * 



REALITY QUEST, 


• Proprietary Wrist 
Motion Sensing 
Technology 

• Optional Y-Axis 
Layout 

• Three Pre-defined 
Button Layouts 

• Three Sensitivity 
Options 


For more information and availability, check out 

WWW.THEGLOVE.COM 





Feeling lucky? Play Courier Crisis. Then come back here 
Still feeling lucky? You should be. 

You just survived a 3D urban cycling, merciless 
gauntlet of hurt. You must be lucky. 



KARAKORAM: From its full 
to GT triple triangle design frame to 
its Shimano 8-speed shifting 
system, the Karakoram has 
"front of the pack" written 
\ all over it. A production 
Sk | steel mountain bike that 
M totally performs. 


Now stretch your luck 
to the breaking point. 

Find out how lucky 
one punk can be. 


EXCLUSIVELY FEATURING 


THE HILL DEVOURING 

THE MOST RADICAL 
OF MOUNTAIN BIKES. 


THE ULTIMATE FREESTY 
MACHINE-THE TP.’ 
ONLY WAY TO GET BIG Ai 


OFFICIAL RULES ' ^ 

NO PURCHASE NECESSARY 

1. TO ENTER: Enter by hand printing your name, age, address, and zip code on a postcard, with first-class postage 
affixed to: Courier Crisis Bike Giveaway, GT Interactive Software Corp.. 10 East 40th Street, New York, New York 
10016. Limit one entry per envelope. Entries must be received by December 15, 1997. 

2. RANDOM DRAWING: Winners will be selected in a random drawing on or about January 2. 1998 from among 
all eligible entries leceived by GT Interactive Software Corp., whose decisions are final. All prizes will be 
awarded and winners notified by mail on or about January 9th, 1998. Limit one prize per houseliold. Odds of 
winning will depend upon the number of eligible entries received. 

3 AVAILABLE PRIZES & APPROXIMATE RETAIL VALUES: 2 GT Bikes approximate retail value $850/ S750 respectively. 

4. GENERAL RULES: Open to U S. residents. Employees of GT Interactive Sottwaie Corp. its affiliates 
subsidiaries, advertising and promotion agencies and their' immediate family members and/or those living 
in the same household of each are not eligible. Void where prohibited by law. No substitution bv winner or 
transter of prize permitted. All federal, state and local taxes and any applicable sales tax are the sole 
responsibility of winner. All federal, state and local laws apply. Sponsor not responsible for lost, late or 
misdirected entries or entries not received in time tor the random drawing, or for incomplete, lost. late, 
damaged, illegible or misdirected mail. Selected Prize winners must execute an Affidavit of Eligibility/Release 
of Liabllity/Prize Acceptance Form within 15 days of attempted notification. Noncompliance within this time 
period may result in disqualification and an alternate may be selected. GT Interactive Software Corp reserves 
the right to substitute pnze of equal or greater value. Acceptance of prize constitutes permission to the sponsor 
and its agencies to use winner’s name and/or likeness for puiposes of advertising and trade without turther 
compensation, unless prohibited by law. Recipients of prizes assume all liability for any actual or alleged 
damage caused by participating in this sweepstakes or use or redemption of any prize. By participating in 
this promotion, entrants agree to be bound by the Official Rules and the decisions ol the judges. Sponsors 

are not responsible for any typographical or other error hi the printing, the oftenng or in the announcement 
of prizes. 

5. WINNER’S LIST: For names of Grand Prize and First Place winners, send a separate, stamped, sell- addressed 
(##10) envelope to: “Winners/ Courier Crisis Bike Giveaway", 16 East 40th StreeL New York. NY 10016. 


NOTE: If for any reason the promotion is not capable of running as planned, including infection by computer virus, 
bugs, tampering, unauthorized mteivenUon, fraud, teclmical failures, or other causes beyond the control ot Sponsor 
which corrupt oi affect llie administration, security, laimess. integrity, or piopei conduct ot this promotion. Sponsor 
reserves the right at its sole discretion to disqualify any individual who tampers with the promotion, and to cancel, 
terminate, modify or suspend ttie promotion. 

Conner Crisis / 199" New Level Software The New Level logo is a trademark of New l evel Soltware Used undci license from 
BMG Interactive international, a up:: ol BMG Entertainment The BMG logo is a tiademaik ot BMG Music. All rights reserved 
Distributed bv GT Interactive Software Corp. GT is a trademark and the GT logo is a registered ltadem.uk ol GT Interactive 
Software Corp. PlavStntion and the PlayStation Logo are trademarks ol Sony Computer Enlodaimnont. Inc. Sega and Sega 
Saturn arc trademarks ot SEGA ENTERPROESED. LTD. 
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C uriously, the theoretical cyclical 
nature of life seems to repeatedly 
translate over to the world of 
videogames more often than not. A good 
example of this compulsive tendency of the 
industry is the return of the Broderbund 
classic, Lode Runner, for the PlayStation. 
With the exception of colorful, newly 
designed backdrops, a ‘construct your own 
level’ mode, and a very cool tribal sound- 
track, the game plays with no 
noticeable differences than any 
other version of the game and 
therefore, will lure addicts of 
the older versions into invest- 
ing even more time in front of 
a television. 

Old school gamers, 
as well as puzzle fans, will 
truly appreciate Natsume’s 
choice in publishing this 
classic forefather of modern 
videogaming culture. They’ve 
updated it just enough to make it 
worth playing again, seemingly 
without detracting from the solid Lode 
Runner formula. Be ready to dig, climb, and 
grab those coins while burying the bad guys 
sometime at the beginning of the new year. 


system: PlayStation 


publisher: Natsume 


developer: Natsume 


RELEASE date: JANUARY 


One of the bonuses of this 
version of the game is the 
option to create your 
own levels. 





T he much plagued undertaking of 
one of the most highly anticipated 
RPGs on the Saturn looks like it 
might finally be wrapping up and coming to 
a close. Working Designs’ lengthy transla- 
tion of the anime-based title, Magic Knight 
Rayearth, seems to have produced an RPG 
true to its Japanese counterpart and hope- 
fully worth the wait. 

The story is constructed around three 
modern day teenage girls who are 
unwittingly called upon to be the 
guardians and protectors (known 
as the Magic Knights) of a 
medieval mythical land threat- 
ened by evil forces. The 
game follows the anime 
storyline closely, 
interweaving actual cine- 
mas from the original 
Japanese TV series at cer- 
tain intervals of the game. 
Action-oriented, rather than 
turn-based, Rayearth utilizes a 
large cache of voice-overs and 
character animations. 


system: Saturn 


publisher: Working Designs 


developer: Sega of Japan 


RELEASE date: 1ST (?TR ITO 


The intro cinema was taken 
directly from the anime and 
includes the opening 
theme. Yes! 
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RUSH INTO SEARS 

AND SAVE $10. 




The most popular racing game is now available for Nintendo 64 : and PlayStation . And 
you can save $10 by bringing the coupon into the Sears Funtronics near you. 

! Sin GOOD FOB S10 OFF REGULAR PRICE OF S^Q 

SAN FRANCISCO RUSH 


Good for $10 off any regularly priced San Francisco Rush 
Extreme Racing video game on Nintendo 64 or PlayStation. 
Valid only from 11-11-97 through 12-31-97- Offer not good on lay- 
away balances, gift certificates or credit card payments. Not 
redeemable for cash. Not valid with other coupons or offers. 
Limit "SBe FUN BUCKS coupon per transaction; one per cus- 
tomer. Void where prohibited by law. Cash value 1/20 of one 
cent. © 1997 Sears Roebuck and Co. Satisfaction 
guaranteed or your money back. 


redeemed in store 

oiler Valid 11/11/97-12/31/97 

FUNTRONICS IS LOCATED IN THE CHILDREN'S DEPARTMENT AT SEARS! 


s 10 


www.midway.com 

San Francisco Rush Extreme Racing™ ©1997 Atari Games Corporation. All rights reserved. Midway is a registered trademark of Midway Games Inc. San Francisco Rush Extreme 
Racing is a trademark of Atari Games Corporation. Distributed by Midway Home Entertainment Inc. under license. Nintendo, Nintendo 64 and the 3-0 “N" logo are trademarks 
of Nintendo of America Inc. ©1997 Nintendo of America Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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FEATURED THIS mnnTH 


H ere it is, our joyous December issue. We’ve tried 
to make this our happiest issue of the year, ‘cuz 
we know that some of you were really bad and didn’t 
get any presents this year, except for that lump of 
coal. Not much fun, huh? Well, at least these reviews 
will be useful, kinda like getting socks or underwear. 


• How a game looks is only a 

small part of the formula, but an important one. 
Great graphics can pull the player into a world 
and make the experience seem all the more 


• Again, music won’t make or break a 

game, but if the soundtrack moves you in an 
RPG, or gets your heart pumping in a fighting 
game, it adds to the overall appeal. 


• Good sound effects 
can actually help you to ‘feel’ the game better. 
Just imagine how much less of an impact a 
heavy punch would make if it only made a small 
‘tick’ on contact. 

• How well does the game 
respond to your commands? How much influ- 
ence do you have over what’s going on? 


• Is the game childishly easy one 
level, then frustratingly hard the next? Does 
your opponent have an unfair advantage? When 
you want to save, do you have to walk an hour 
back to the village? 

• Ever bought a game, fallen in love 
with it the first hour, only to beat it in two 
hours? A great game will take a long time to fin- 
ish, and offer plenty of reasons to come back for 
more. 

• Did the game’s programmers go 
for that ‘little extra’, tossing in codes, hidden 
items, secret screens, or other added bonuses? 


• Does the game create 

a world that draws you in? Do the intro screens 
and menus reinforce this environment? 




BDmBEHMn hH.. 

CDLanV UIBBS.. 


..be ns 

..PEIIB 


* 








V \ 
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nnLV THE BEST (* 


THERfmms 

The system is the result of hours of 
gameplay and endless toil, resulting in 
the most in depth (and, uh... really 
complex) rating in the industry 

EHTHnoHDinnnv 


COOL BEBBDEBS 3 PE I3B 

CBBSH BBnDICOOT 3 PE IDB 

DIODV HEBE BBCIUE. PE IDB 

DUHE nUHEm 30.... PE IBS 

EHTBEITIEE PE JDS 

} F-l CHBWPIOnSHIP EDITIOn PEIIB 

HEHEBB.. PEIIB 

JEDI HIIIEHT PE IBB 

JETIBOTOB PE 130 

miSCHIEF mBHEBS PE 111 

m mVTHOLOEIES: SUB-ZERO ...PE 130 

niEHTmEBE CBEBTUBES PE IBB 

BEEL FISHinE PE lib 

BESIDETIT EUIL DI. PE IOB 

TEST DBIUE H PE 131 

TOTBL BnniHILBTIOn PE IB3 


• A game can be loads of fun 

without offering anything totally new, but the 
classics are always the trendsetters. 


divided by 23. 


The total sum of all the categories, 
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nnE mnnE for the reed 


O K, so you’ve already heard 
that Diddy Kong Racing is 
basically an update of Mario 
Kart , with the emphasis on adventure 
rather than racing. So, the question 
is: How good an update is it? 

There are lots of features in the 
game that you won’t see in Mario 
Kart 64, such as the chance to fly 
planes or ride in hovercraft. You 
also get to race against boss mon- 
sters as you progress through the 
various stages. 

Graphically, this is a hell of a lot 
better than Mario Kart, with smoother 
frame rate, better characters and a 
far more useful four player mode. 

This time you can pretty much always 
tell exactly what’s going on. 

The gameplay is a strange 
hybrid of racing and exploration. After 
you have won a race, you have to go 
back and play the track again, but 
this time collecting eight silver coins. 
This is harder than it sounds, since 


the coins can be hidden anywhere on 
the tracks (levels?). 

Using different vehicles also 
means a lot more variety for the 
player and definitely a lot more fun. 
The aircraft, in particular, present a 
cool challenge, since they can roll 
and loop. 

Rare’s character designers 
probably aren’t big Mortal Kombat 
fans though; they included sicken- 
ingly cute freaks like Tiptup the Turtle 
and Pipsy the Mouse. All these char- 
acters should be put to death 
immediately and the game should 
come with a barf bag. Irritatingly, the 
colorful band of wacky animals may 
put older players off, and that’s a 
shame, because they’d be missing 
out on a fantastic game. 

The way weapons work is par- 
ticularly clever, with several pick ups 
available, all of which can be pow- 
ered up (Gradius style) by collecting 
repeats of previous same-colored 


m’re about to 
challenged to 
a race by a 
dinosaur — up 
the side of a 


This is one of 
the ‘lobby’ lev- 
els where you 
can choose 


goodies. This means that strategic 
decisions have to be made at the last 
moment, since you don’t have a sec- 
ond to spare. 

The adventure element 
Nintendo is pushing can be mislead- 
ing — this is no platform game. All of 
these adventure elements take place 
in the confines of a racing environ- 
ment. You can explore, but at the cost 
of first place. Your natural instinct will 


be to blast around the tracks as fast 
as possible. 

The artificial intelligence is bet- 
ter balanced than in Mario Kart with 
less unfair computer catch-up than 
seen in Mario Kart and Wave Race 
(many readers found that feature 
totally aggravating). 

The pick-ups are particularly 
clever, with several pick ups avail- 
able, and each enabling more 


1 Spinning logs hnder your racing mobility, and cause untimely obstruction. 2. Two-piayer mode is quite fun, and doesn’t suffer from slowdown as much as Martio Kart did. 3 One 
of the most important things about Diddy Kong Racing is spending time with it. Once you do, it’s clear it’s a different game than Mario Kart. 4 Kart racing, however, is very similar. 



The backgrounds are more colorful and 
detailed than those seen in Mario Kart 64. 
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In a world where turtles and mice can drive Go- 
karts, who's to say whether or not a monkey can 
fly a plane? Here at UGP, we found the airplane to 
be the most fun of all the vehicles, even though 


you can’t control it like you would a real plane. The 
control setup is more along the lines of Starfox, 
where a push of one or the other side button 
initiates a loop or a roll. 




powerful ones depending on the 
choice you make. For instance, collect 
three ballons in a row (let’s say you 
just got three blue balloons in a row) 
and your power-up is increased incre- 
mentally. It’s wise to save speed 
power-ups fo the end, so that you can 
burst past your opponents at a much 
faster speed than if you had collected 
one or even two ballons. 

What’s also interesting is that 
many of the courses are designed for 
all three vehicles. When you’re play- 
ing, you can see crevices in the rock 
far too high for a kart or a hovercraft 
to get into. In other areas, you’re 
forced to play in the same of vehicles. 

Just remember that the game 
will grow on you. It’s a keeper. 


!UW 


* 




nn 


£ 


7 /U 


The plane is absolutely the most 
fun vehicle to pilot of the three. 


Sjkl 


a « 


Mananas help to 
¥ increase your 
speed. Balloons 
are power-ups 
that you 
can collect 
accumulatively. 


1 Amazingly enough, we grew to 
like the hovercraft more and more 
as we raced them. 

2 See that red and yel- 
low pointer on the 
right? That jets 
you in front 
of your 
opponents. 

3 While the 
courses are 
short, they’re 
intricate and 
built for all 
three vehicles. 

4 Drifting is just as 
common as it was in 
Mario Kart 64. 

5 Conker and Banjo-Kazooie have been 
known to appear here. 






ALTERNATIVES 

Mario Kart c i.S 
Motor Toon GP fl.l 
Road Rash ?.3 
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The Advanced game even has a 
new wardrobe for the S.T.A.R.S. 

Here’s Jill modeling the new 
summer sportswear collection. 


r onsidering how long fans of 
Resident Evil have been wait- 
ing for a sequel to the 
PlayStation classic, Resident Evil: 
Director’s Cut could be viewed as an 
attempt by Capcom to squeeze every 
last buck out of the first game before 
the new game arrives. The only thing 
is, Resident Evil is such a good game, 
that even as a rerun, it outshines 
most of the new games coming out 
for the PlayStation. 

For gamers who have never 
played Resident Evil, the Director’s 
Cut ranks up there as one of the best 
graphic adventures ever and personi- 
fies what next-generation 
videogaming is all about. The real 
question is, should the player who 
has already shelled out 50 bucks for 
the first game ante up an additional 
40 for the Director’s Cut? 

Resident Evil: Director's Cut 
offers three different versions 
(Training, Standard, and Advanced) of 


the first game and an awesome 
playable demo of Resident Evil 2. The 
Training game offers you more items 
like ammo and save tapes. The 
Standard game is the regular version 
of the game 
that 
every 
self 

respecting 
PlayStation 
owner 

should already have. 

The only really notable 
differences in this 
version of Resident 
Evil are in the 
Advanced game. 

Capcom has changed the 
location of items in the game, 
added new camera angles, and 
added some surprises. 

If that was all the Director’s Cut 
offered, there might be some reserva- 
tion on recommending the game, but 


r Director’s Cut, 
Shemector’s Cut. 
People are going to 
buy this game for 
the Resident Evil 2 


Resident Evil just seems to get better 
with age. A classic, in the true sense of 
the word. 


Capcom, the masters of lock picking, 
will somehow manage to extract 
another 40 bucks from your piggy bank. 


'3SSSSL 


SPECIAL 


0 AUDIO & 


VIDEO 


QbAHEPLAr 


INTERACTION 


EXTRAS 


GRAPHICS 


PRESENTATION 


BALANCE 


MUSIC 


INNOVATION 


SOUND EFFECTS 


DEPTH 


1 Like I said, there are definitely 
a few new surprises in the 
game. 2 New camera angles in 
the Advanced game help to spruce 
up the visuals. 3 It’s always good to 
see old friends. ‘What’s up!?! You 
lose a little weight or something? 
Lookin’ good! You’re money, baby!’ 


the addition of the Resident Evil 2 
demo makes this a must-have. This 
demo is awe-inspiring and will 
leave fans with their 
mouths watering. The fact 
that the demo offers a ton 
of gameplay is a big plus. 

The only real disappoint- 
ment is that Capcom 
seems to have renigged on 
its promise of a truly uncut 
Resident Evil. Some of the 
more gory sequences were 
deleted from the U.S. ver- 
sion of Resident Evil, and 
once again, the Japanese 
version of RE: Director’s 
Cut has the gore. This is a 
small complaint in the big 
picture, but a Director’s Cut 
shouldn’t really have any 
censorship if it’s going to 
live up to its name. 


ALTERNATIVES 

Resident Evil °.E 
Over blood 
Clock Tower 5 3 
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0 0 ■ ell, if imitation is the 
M 0 M highest form of flattery, 
llr then the folks at 
Psygnosis ought to feel pretty darn 
good about themselves. Acclaim’s 
Extreme G is very, well... flattering 
towards the justifiably classic racer, 
Wipeout XL. In looks, gameplay, and 
speed, both titles have a 
surprising number of 
similarities, but it’s 
the differences 
between the 
two that are 
the most 
telling about 
the quality of 
Acclaim’s 
new racer. 

In a few 

areas, Extreme G 
surpasses its prede- 
cessor, most notably in its 
multiplayer options. By supplying 
gamers with a fast, split-screen mode 
for up to four players, this title offers 
strong gameplay for groups rather 
than just single players. 


Extreme G also boasts a more 
varied and gut-wrenching track 
design than Wipeout XL. The devel- 
oper included more sharp rises and 
precipitous drops than in any racing 
title before. If perhaps that isn’t 
enough to wrap one’s stomach up 
tighter than William Shatner’s girdle 
during his TJ Hooker days, then 
the full twists and gigantic 
loops will make players 
wish they hadn’t eaten 

Tunnels like this give 
players the opportunity 
to ride on the walls. 

before starting 
the race. 

The compari- 
son between the two 
titles also sheds some light 
on Extreme Cs frailties. 

Compared to Wipeout XL’s crisp 
graphics and clean textures, 

Acclaim’s racer comes up short, 
thanks to Nintendo 64's proprietary 
‘FuzzyVision’. This is a necessary sac- 
rifice to keep the frame rate high, but 


On GAMEPLAY Q SPECIAL 


INTERACTION A EXTRAS fl 


BALANCE 8 PRESENTATION fl 


DEPTH T INNOVATION t 


We’ve finally found the source 
for all the fog in this game. 


With twists like this on the tracks, 
keeping a bottle of Pepto Bismol 
close may not be a bad idea. 


Somehow the fog manages to 
stay out of the tunnels. 


Apparently the teamsters who 
built the tracks were a little 
behind schedule and this course 
wasn’t quite finished. 


ALTERNATIVES 

Moto Racer *1.7 
Manx TT IFi 
VMX Racer b.S 


This drop alone is almost worth 
the price of admission. 


frustrating nonetheless. 

The techno soundtrack in 
Extreme G is unexpectedly decent for 
cartridge-based music, but lacks the 
edge that a great soundtrack adds to 
a game. The vehicle design is stan- 
dard as well, with futuristic cycles 
that look like they made a wrong turn 
at the Tron II casting call. These 
cycles simply don’t have the charac- 
ter or design elements to draw 
players deeper into the world behind 
the races. 

What this title does offer, 
however, is the fastest, most nerve- 
wracking racing yet on the Nintendo 
64. While it doesn’t quite match the 
level of quality as the title it strives so 
hard to be, Extreme G is a game that 
should be a welcome addition to any 
speed-freak’s videogame library. 

O MN EQSER 


1 A different 
choice of paths 
have this cycle 
between these 
pipes about now. 
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PlayStation 


Officially licensed by PlayStation! 

Complete steering wheel, accelerator, brake and 
stick shift system! 4-way D-pad plus 8 programmable 
digital action buttons. Incredible 270° wheel rotation. 


Also available for Nintendo 64 
with built-in Force Pack! 





1997 Mad Catz Inc. Mad Catz™ and the Mad Catz logo are trademarks of Mad Catz Inc. All other trademarks and/or registered trademarks are property of their respective owners. 
PlayStation™ and the PlayStation logo are trademarks of Sony Computer Entertainment America. Nintendo 64® is a registered trademark of Nintendo of America, Inc. 



Sometimes, to achieve 
We at Team Mad Catz ti 
You want perfect replicati 
'he real wheel — for Plavt 
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And here we are in a Bonus Round, 
ready to rack up apples and lives 
like there’s no tomorrow. 


Fancy a dip in the stream? Crash 
can’t take too much water with- 
out his handy jetski. 


The Warp Room allows for a dif- 
ferent level entries, as well as a 
SAVEPOINT! Hallelujah! 


characters, and a couple of new ways 
to get around. A bigger adventure 
also means more secrets and 
bonuses, which were defining staples 
of gameplay for the first game. 

But has Crash matured at all? 
It’s difficult to say. On the whole, the 
gameplay appears untouched, but 
Naughty Dog has added different ene- 
mies, new techniques, which include 
a belly flop and crawl, and craftier 
ways to sniff out hidden areas, which 
make for both gameplay frustration 
and reward when you’ve successfully 
completed a stage with an 100% 


E The return of Neo 
r Cortex also means 
some rather lengthy 
cinemas. We promise 
that they’re all 
good, though. 


score. Naughty Dog’s even 
gone so far as to attempt to 
make the game less linear, with the 
inclusion of ‘Warp Rooms’, which 
allow Crash to pick and choose levels 
from a central area in order to 
progress to the next ‘Warp 
Room.’ Although the levels 
are still mainly track-based, 
this feature allows the gamer to 
focus on control and skill, rather 
than exploration. The graphics are 
still as clean and detailed as they 
were in last year’s bandicoot 
outing, with newer animations 
and smoother movements. 

So, what’s the big differ- 
ence? The difference lies in 
Crash 2’s massive frame- 
work of level structure and 
overall depth. With over 30 
levels and a more compli- 
cated and tricky network of 
gems and level require- 
ments in order to receive 
an 100% rating for each 
stage, Crash 2 definitely 
packs a longstanding 
punch that consistently 
challenges old-school plat- 
forming skills by adding in 
a little adventurous com- 
plexity. With all of Crash’s 
newly acquired abilities, 
whether airborne, water- 
logged or grounded, his 
strength and appeal lies in 
his knack for providing 


Look for the question marks plas- 
tered on the ground to access 
bonus rounds. 


H s one of the big contenders 
in last year’s console mas- 
cot wars, Crash Bandicoot 
may not have relied on ultra neo- 
technological gimmicks in making his 
debut title a roaring success, but he 
did have a certain charm, which man- 
aged to place the game at the top of 
the charts with all of the other 
PlayStation blockbusters, like 
Resident Evil and Gameday. On his 
sophomore swing around the block, 
Crash has landed in an even bigger 
adventure, packed with a sinister 
plot, new and usual odd suspect 


tougher platform obstacles to test 
those who thought that they’d out- 
lived the era of true platform games. 
He’s probably the only mascot who’s 
still got it in him, which makes this 
title a pure gem. 

® FRANCESCA REYES 


ALTERNATIVES 

Pandemonium - 6.1 
Croc - S.b 
Crash Bandicoot - 6.6 
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The world’s leading authority on the games industry, 


Next Generation is a high-quality, 
stunningly-designed magazine covering 
leading-edge computer and video games 
for savvy, multi-system gamers. Next 
Generation enables the sophisticated 
gamer to get the inside story on the 
latest platforms and new technologies 
emerging in interactive home 
entertainment. 

* Created for a new generation 
of hardware and software 
Exclusively written for 
sophisticated game players 

* Daringly designed to look and 
feel like no other magazine 

* Delivered right to your door 
each month 


can I -800-706-9500 to 

receive your FREE issue of Next 
Generation at no risk. If you’re 
pleased with what you see, we’ll 
send you II more issues (12 in all) 
for only $ 1 9.95-over 70% off the 
cover price! 

With your paid order, we’ll send you 

The Next Files, two limited- 
edition CD-ROMs, absolutely FREE! 

Offer good in US only. Cover price is $5.99. Canada: $US 33.95, includes GST. Foreign $US 43.95. Prepaid 
in US funds only. Please allow 6-8 weeks for delivery of first issue. 
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Pit yourself against 12 napalm-wielding speedfreaks across 12 looping, coiling, corkscrewing 


rollercoaster racetracks. If you’ve never seen a cyber-cycle take a stinger missile 
up the tailpipe during a blistering halfpipe, you’re about to OD on adrenaline. 

Racing to the Nth degree through gravitational extremes. 

Freestyling off the shockwave of enemy shrapnel. 
Surfing the knife-edge between G-force and burning wreckage! 


If gravity’s a law, then this is a felony. 



4-PLAYER RACING AND MULTIPLE PATHS, JUMPS, YDU'RE CDRKSCREWED! STATIC PULSE WAVE, TRACTOR 

RATTLE MODES! RRIDGE-OUTS AND LAVA. REAMS AND MORE! 
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NINTENDO 64 


Extreme-G™ & © 1997 Acclaim Entertainment, Inc. All rights 
reserved. All characters herein and the distinct likenesses 
thereof are trademarks of Acclaim Entertainment, Inc. Nintendo 
64 and the 3-D "N" logo are trademarks of Nintendo of America 
Inc. ©1996 Nintendo of America Inc. Acclaim is a division and 
registered trademark of Acclaim Entertainment, Inc. ® & © 1 997 
Acclaim Entertainment. Inc. All Rights Reserved. 


12 INSANE GRINDING, TWISTING, 
SPIRALLING RACETRACKS. 
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you’re really 
expect to see 
the rear of a lot of 
other racers. 


The most important 
change of all though, is the 
addition of a two player 
mode. Now you can match 
wits and engines with your 
friend in a multi-player duel 
of epic proportions. Sure 
this doesn’t make the 
one-player game any 
better, but the life of the 
game is escalated now that 
it can be pulled out for 
head-to-head races. 

All in all, Formula 1 
Championship Edition is 
everything that the 
original wanted to be 
and more. 


1 You can select which team and 
driver you’d like to be. 

2-4 There are several different 
views to choose from in Formula 
One Championship Edition. 


ALTERNATIVES 

Mario Kart 
Motor Toon GP fi.l 
Road Rash 


F sygnosis scored massive 
critical acclaim with the 
original PlayStation version 
of Formula One, but there were some 
glaring omissions which baffled the 
gaming public. A race game with no 
two player mode? What was that all 
about? Well, the good news is that 
Psygnosis has addressed most, if not 
all of the issues raised. This is a big 
step forward. 

Let’s start with what happens 
when things go wrong. In the first 
incarnation of the game, 
crashing was a com- 
pletely dull 
experience. Your car 
just kind of stopped. 

This time, there’s plenty 
of animation, as your 
vehicle tumbles and 
bounces 


around, occasionally pulling off tricks 
reminiscent of a skateboarder. The 
crashes aren’t perfect, but a big step 
forward from simply grinding to a halt 
as in the previous version. 

The handling of the car seems 
to be a lot more realistic too, in both 
arcade and simulation mode — but 
that could be an added sensation 
from the new crash physics. One 
point of note is that the control in the 
arcade mode is a bit too tight, and 
really can’t compare to 
other pure arcade rac- 
ers. The options, 
which were ency- 
clopedic in the 
first game, are 
almost over- 
whelming this 
time around. 
There’s very little you 
can’t do to alter the make 
up of the game. 


All crashes are different. This driver is 
saying ‘AAAIIIEEEEEH! NOOOOOOOO’... 


...while this driver is saying ‘Ack!!! Ugh! 
Ugh! Yaarrrgh!!!’ 
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http://www.imaginezone.com 



Come to the 
ImagineZone and zone 
out with Weird News. 
True Crime. Extreme 
Sports. Aliens. Food. 
Music. And a whole lot 
more including our daily 
quote and silly polls. 
Updates everyday. 
Come Zone Out. 


9 i-files 



At the ImagineZone. 

(Uh, it’s a new website 
from Imagine.) 


Network of 

Great Independent Sites 


http://www.imaginezone.com 


9 humor 9 lifestyle 9 adventure 9 entertainment 


imagine 

a new way of publishing 
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M M M eil, if you’re a 
S M M Bomberman purist, then 
SBIM there is nothing as exhila- 
rating as crushing three opponents in 
the multiplayer mode of Super 
Bomberman 2 for Super NES. 

Nothing. The reason is simple: Super 
Bomberman's multiplayer mode 
reached its goal perfectly (possibly 
even better than Hudson had 
intended), blending quick-thinking, 
close and long-range attacks, random 
power-ups, and balanced, all-out 


The isometric perspective is actually 
quiet, though traditional Bomberman 
fans will cry bloody murder. 




ALTERNATIVES 

Super Mario H4 - ID 
Puoy Puoy - fl.'l 
Super Bomberman 2 - fl.B 


warfare into a tight 2D arena. 

Multiplaying in Bomberman 64 
is more like Puoy Puoy, so gamers 
don’t claw their way out of little alley- 
ways; they’re dropped into full range 
battle arenas. Up to four players can 
take part using the N64’s built-in 
ports, dead players can rejoin as 
ghosts and piggyback on opponent’s 
backs; and several equally clever are- 
nas are available. Some are simple 
squares, resembling the last minute 
of the plain multiplayer arena from 
Super Bomberman. Others are based 
on full 3D ramps and bridges, with 
harrowing drop-offs and ledges. 

Either way you look at them, kicking 
and throwing mayhem is easily and 
quickly attainable and, even better, 
Bombers retain the ability to grab 
bonuses as well as pumping their 
bombs up to full size for massive 
chain reactions. You can knock oppo- 
nents semi-unconscious, pick them 
up, and you can still play tag-team, 
albeit slower than in 
Super Bomberman. 


Your players are 
ready, but are you 
ready to Bomb? 


1 With few second left, humongous fire 
balls fall from the sky. If you don’t see 
their shadows, you’re dust, pal. 2 Little 
secrets, like this passage, help to make 
the one-player game engaging. 3 Find all 
four warps and the level is practically 
yours. 4 The first boss is tricky, and 
sometimes the perspective, which is not 
controllable, is annoying. 

5 Drop and bomb and pick it up quick to 
hit this bad ol’ bird. 


The single-player mode con- 
tains the large, 3D, explorable worlds 
and action-based adventuring we 
experienced in Super Mario 64, and 
still retains the quick, on-the-fly 
strategy of the multiplayer game from 
the past. 

The single-player world is 3D 
and viewed from an isometric per- 
spective. Polygonal constructs fill the 
worlds with layered buildings, ancient 
bridges, dangerous rivers, killer cliffs, 
hidden paths, spectacular looking 
warps, and hordes of the bizarre ene- 
mies. Players can pump up their 
bombs to at least twice their original 
size, making them each that many 
times more powerful. Kicking 
and throwing are built-in abili- 
ties, leaving the collection of 
familiar power-ups slightly 
slimmer, but no less valuable. 
Extra lives, health bonuses, 
flames, and special power-ups, 
like timed bombs and others, 
are still part of the arsenal. 

The gameplay in 
Bomberman 64, in the final 
analysis, is refreshing and rela- 
tively progressive, while not 
being terribly surprising. 
Bomberman 64 has evolved 
into the 64-bit universe, bring- 
ing along the simple charms 
it’s always been loved for in a 
good, solid package. 
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m aybe I should preface this 
review by saying I am an 
avid fisherman, and few 
things in life are better than a trip to a 
quiet mountain stream where trout 
are plentiful. However, because of 
one simple game, I have 
developed a fear of fish I Pi 

that may just keep me ^ \ | "\i/ 

away from the 
water for a 
long time. 

That game 
is Reel Fishing, 
and what it holds 

inside is enough to scare any angler 
out of his waders. Yes, I’m talking 
about super trout that are able to per- 
form feats heretofore unheard of in 
the annals of fishing. Maybe these 
denizens of the deep are common in 
Japan, where this title originated, but 
over here in the land of the free, it’s a 
whole different story. 

At first, players won’t realize 


Players have total control over what 
fishing tackle they can use. 


This guy gives tips for better fishing, 
but he’s really not very helpful. 


0 AUDIO 8 VIDEO 


the nature of the creatures they are 
destined to face. The game does a 
wonderful job hiding that behind 
serene music, and a quiet fishing dojo 
from which the game begins. Even as 
players arrive at the lair of these 

1 unnatural underwater 
f dwellers, they are lulled 

- into a false sense of 

* security by the 

gorgeous scenery 
and soft 

ambient sounds. 

To prepare 
for the oncoming 
battle, the game allows players to 
choose their own weapons of war- 
fare. Whether it be a standard worm 
on a rounded hook connected to a 
plastic float and a short rod, or just a 
simple fly and pole, players are 
given complete control over 
what they use to catch 
the beasts. Not that it 
matters, though — 
these fish are just 
waiting for some 
poor sap to try to 
nab them, and when 
they inevitably take 
the bait, the virtual 
anglers soon realize they 
are in way over their heads. 

The trout I know (not 
these uber-trout from across 
the sea) are generally not tricky 
enough to require a lengthy 
battle before coming ashore. 

However, the fish in this title 
are strong and smart enough to 
have even the most seasoned 
angler yearning for a stick of 
dynamite and a net to catch 
them all. 

Naturally, the game 
offers no help for a fisherman 
in trouble. The few hints it does 
offer are about as useful as a 
screen door on a submarine. 
Consequently, much of the 
game is spent losing fish, and 
then watching them swim off 


GAUEPLAY 


1 Sure, it looks like this 
fish will be caught, but 
trust me, he is just playing 
with the sucker at the 
other end of the line. 

2 Oon’t be fooled by the 
serene setting, there’s 
trouble below. 

3 Players must catch a 
fish bigger than these 
record holders to progress 
to the next level. 


laughing that 
awful fish- 
laugh under 
their breath. 

Once 

players learn 
the tricks to 
fishing, the 
title is far 
more enjoy- 
able, but the 
learning 
curve is so 

steep that only the most dedicated 
gamer will stick around long enough 
to reach this point. Even though this 
title features beautiful scenery, and a 
perfectly suited soundtrack, the 
overly difficult and monotonous 
gameplay hurts its final score. 


This fish is just 
setting up a move 
that would make 
Houdini proud. 


ALTERNATIVES 

Bass Master Classic - fl.D 
Treasures of the Deep - fi.O 
Dorms - ‘l.H 


Losing fish 
is commonplace, 
so be prepared to 
see this screen 
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REVIEW 




grab the big 
and, uh... run 
away from the 
monster Viking... 


GAMEPLAY 

INTERACTION 7 

BALANCE 6 

DEPTH 


G SPECIAL 

EXTRAS 7 

PRESENTATION 7 

INNOVATION 


Treasure's latest SO title just sets weirder rrd weirder 


ell, Mischief Makers 
(Yuke! Yuke! 
Troublemakers in Japan) 
is one of the those odd little titles that 
tends to create a small dedicated 
audience among gamers. Could this 
be because the game’s storyline 
revolves around a kidnapped profes- 
sor and his robotic maid who’s also 
the game’s heroine, Marina? Or that 
gameplay-wise, your main attack 
consists of grabbing, shaking and 
throwing objects and enemies? With 
that said, the terms ‘acquired taste’ 
and ‘fringe gaming’ come to mind. 

Treasure’s past titles, Guardian 
Heroes and Gunstar Heroes, com- 
bined a successful mix of frenetic 
fast-paced action, distinctly individual 
character designs, 
and insanely 
fun two- 
player 


modes. The latter is the only missing 
element in Mischief Makers and it’s 
keenly felt throughout the game. The 
action, though quick and at times, 
seems a bit segmented due to con- 
trols that require the gamer to master 
a rather steep learning curve in order 
to at least manage them. All of 
Marina’s abilities require you to utilize 
every skill available in order to defeat 
different bosses and survive the vary- 
ing levels. A cooperative two-player 
mode might have added some inter- 
esting twists to the conventionality of 
side-scrolling platform action. 

The gameplay feels up to par 
with the highly unique universe cre- 
ated within Mischief Makers. You’ll 
spend most of the time swinging from 
Clanball to Clanball through five large 
worlds, while launching enemies into 
lava pits and shaking objects to 
obtain useful items. And, although the 
2D graphics are incredibly antiquated 
compared to what the N64 is capable 
of, Mischief Makers’ nicely detailed 
characters 
and land- 


The bosses will test your grab, 
shake and throw abilities. 


You guessed it! The snow world 
has become the defining staple 
of any good platformer. If it ain’t 
got one, it ain’t a real game! 


Marina can interact with and 
control different vehicles 
throughout the game. 


The mighty N64 shows off its 
graphical prowess with its 
first 2D title... not. 


QAUDIO 8 VIDEO 


GRAPHICS 


MUSIC 


SOUND EFFECTS 


scapes show a fair amount of flair, 
with a subtle amount of transparen- 
cies and the like. 

It’s an odd thing to see an 
understated 2D title on a powerhouse 
system like the N64, but for those 
who loved Treasure’s past successes 
or those up for an odd journey 
through the more bizarre annals of 
16-bit nostalgia, Mischief Makers is 
definitely up your alley. 

O FRANCESCA t^EYES 


To mix up the gameplay, a few 
entertaining contests and side- 
quests have been thrown in for 
good measure. 


You’ll come across plenty of odd 
Clancer civilians to talk to. 
They’ll sometimes help you out 
from time to time. 


ALTERNATIVES 

Guardian Heroes 
Mega flan X4 
Poy Poy 


Each level will have a slightly dif- 
ferent objective that will require 
you to use all of Marina’s arsenal 
of skills and moves. 
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FLAYSTATI0 







This is the ujhv sphce ehries were njEHnr to be! 


V ou know, I’ve always had 
some major issues with 
space combat games. It’s 
not that I don’t like the genre, it’s just 
that the games all shared the same 
annoying flaws. The major problem is 
that space is a boring backdrop and 
without buildings to zoom past, there 
is no feeling of speed, not to mention 
that with everything looking the 
same, it is very easy to get lost in 
space. This all explains why I wasn’t 
even a little excited about seeing 
Colony Wars for the first time. 
However, when I sat down with the 
developers and realized that they had 
addressed and fixed all of these prob- 
lems, I started to become a believer. 
Then, as new versions of the game 
kept showing up, the entire office 
was awed by the complete game. 

And finally, this reviewable copy 
came in and it does not disappoint. 

The spacedust zipping by the 
ship is the perfect method to achieve 
a feeling of speed. The nebulas, suns, 
and perfect 3D map make sure that 
you can always tell where you are. 


1 Strangely enough, space is filled 
with huge round things. Go fig- 
ure... 2 Being placed in the middle 
of an epic battle is one of the best 
parts of Colony Wars. 3 Keeping 
the levels looking different are 
elements like this sun and nebula. 
4 The inside the ship view is the 
favorite around the office. 

ALTERNATIVES 

X-UJing vs. Tie Fighter =1.1 
Ace Combat 5 *=}. 2 


The one problem Colony Wars 
couldn’t overcome is that all of the 
levels look similar, since they are in 
space, but the variety in style of mis- 
sions is awesome. Beyond all of that, 
the best part of Colony Wars is the 
feeling that you are a 


The dogfights in 
Colony Wars are 
exhilarating. 

Try to track 
down the 
enemy, take 
down their 
shields and 
then finish 
‘em off. 


small part of 
an epic space 
battle. How can I 


The rendered intro and cut-scenes are 
gorgeous and they help explain the saga. 


describe the feeling of 
being a small fighter 
zooming past a fleet of 
Star Cruisers dueling it 
out — it’s just amazing. 

The goodness doesn’t 
stop there. Every element of Colony 
Wars, from special effects to presen- 


tation to the story, are done extremely 
well. Controlling the craft is easy, 
intuitive, and effective, but for 
those who have some 
problems, there are training 
missions. The James Earl 
Jones sound-a-like voice 
and the John Williams- 
esque score make Colony 
Wars the videogame answer 
to Star Wars. The only thing 
missing is the license, but 
the games that have the 
Star Wars license can’t 
even come close to the 
depth, speed, and fun of 
Colony Wars. 

To say Colony Wars is the 
best space-shooter ever 
would be understating how 
much of a leap this game is 
over the competition. It’s 
that good! 


owner SMMN 
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REVIEW 


U/t/. - 


average ‘kill everything with the 
rocket launcher’ action buff, RPG and 
adventure fans will savor the covert 
approach that must be taken when 
dealing with these fiends. 

Hexen 2 delivers on all the 
expectations. The level design is top 
notch and is just a tad short of beat- 
ing LucasArts’ Jedi Knight in the 
intricacy department. While the 
deathmatch play isn’t as straight for- 
ward as Quake, it does offer a unique 
experience. It’s 20+ hours of game- 
play and deathmatch feature will 
keep you hooked for months. If you 
haven’t picked up a 3Dfx card yet, I 
highly suggest you do. There’s no bet- 
ter way to experience this game. 

O JASQN MUTES 


ALTERNATIVES 

Hexen b4 - 7.4 
Powerslave - 7,7 
fluake - fl'la 


REQUIREMENTS 


o 

Pentium 133 or hiqher 

0 

24 MB RAM 

O 

Windows ‘HS 


Direct XS 

© 

4X CD ROM Drive 


This Roman hub is full of detail. Check 
out the awesome light-sourcing. 


1 The Necromancer has a sickle 
for a starting weapon. 

2 The Cathedral is one of the most 
impressive stages in the game. 

3 Hexen 2 is full of jaw-dropping 
graphics. Take this mummy, for 
instance. Few people know that 
the Egyptians invented the 
aerobic workout. 


The Four Horsemen 
are very tough, but 
not invincible. 


Does this 
guillotine work? 
Let’s just say it’s 
a little more 
than interactive. 
Anyone want a 
close shave? 


UJhh, FrnmnE, Pest/lehce, Depth... ¥ippee, it’s rll here! 


■■ aven Software’s relationship 
MIB with id Software has been a 
V I fruitful one thus far. With the 
successful titles Heretic and Hexen 
under its belt, it was only logical for 
the developer to take the next step 


Much of Hexen 2*s architecture is based 
on the Greek and Roman way. 


and move its popular series 
onto id’s mind blowing 
Quake engine. And now, 

Hexen 2 has arrived. And 
once again, Raven and id 
display why they are con- 
sidered the elite among PC 
software developers. 

Hexen 2 takes place 
on the world of Thyrion, a 
planet that closely resem- 
bles medieval Earth. 

Players have the choice of 
choosing from four differ- 
ent character classes: 

Necromancer, Assassin, 

Paladin, and Crusader. 

Which ever character is 
chosen, the objective 
remains the same: van- 
quish the evil only known 
as Eidolon and his Four 
Horsemen of Apocalypse. 

Along the way, the journey 
leads the player through many differ- 
ent realms such as Ancient Egypt, a 
medieval European countryside, and 
the Amazon Basin. 

In addition, players of Hexen 2 
will once again find themselves jour- 
neying back and forth 
through interconnected 


levels (much like the original Hexen ' is 
Ethereal travel). The game also offers 
a wide variety of enemies for the 
player to kill. These monsters range 
from Medusa herself to Crystal 
Golems and boy, are these suckers 
smart. Often, monsters will 
swoop down or behind the 
player, pummeling him 
or her with a barrage 
of attacks. While this 
may frustrate the 
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1 Mythologies does have an inter- 
esting RPG element — we’ll give it 
that. 2 The platform sections 
could’ve been really cool, but 
shoddy control sabotages the 
gameplay. 3 The bosses are Just 
way too hard, even on Easy. 

unplayable. This is the reason why 
videogame journalists get jaded. 

QAMM miMLAEE 

ALTERNATIVES 

Mortal Kombat Trilogy 
Die Hard Arcade 
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■ ■Hay back when we first 
III heard of Mortal Kombat 
Mythologies: Sub-Zero, 
we thought, ‘Wow, that game sure 
has a long name.’ Then we thought, 
‘An action game based on the incredi- 
bly popular Mortal Kom bat franchise 
— that should be really awesome.’ 
The idea of guiding Sub-Zero through 
platform-like levels, populated with 
tons of bad guys, was intensely 
attractive. We couldn’t have been 
more wrong. 

The first thing you notice in 
Sub-Zero is how dated the game 
looks. Everything is confined to a 
frustrating two dimensions — Sub- 
Zero can only ever face left or right. 
And, although the characters are all 
digitized from actors, as is the Mortal 
Kombat norm, the sprites are blocky 
and unappealing. Even with the cur- 
rent retro-gaming craze in full force, 
this game looks like it should have 
been released on the Genesis. 

This wouldn’t be so bad if the 


There certainly is a lot of blood in Mortal 
Kombat Mythologies... 


...which, of course, is just an excuse 
for even more gore! Woohoo! 


game played as well as, say, Mortal 
Kombat 2. It doesn’t. First of all, 
you’re stuck facing only left or right. 
What’s worse, you have to make 
yourself turn around by pressing a 
shoulder button. This can get confus- 
ing when fighting someone who 
keeps jumping over your head to the 
other side (and it’s incredibly slow to 
happen as well). You could fix your- 
self a sandwich in the time it takes 
Sub-Zero to turn around, and by then, 
you’re already dead. Jumping over 


Check out that 
light-sourcing — 
one of the few cool 
graphics tricks 
in Mortal Kombat 


pits and such is also a pain, as jump- 
ing is accomplished by pressing up 
on the D-Pad. Try pressing right to 
walk, R1 to run, and up to jump. And 
then wonder why you keep falling. 

By the time you get the anti- 
intuitive fighting mechanism down, 
you’ll be sorely disappointed. All of 
the bad guys you fight are essentially 
the same, with a few variations 
thrown in for good measure. 
Apparently, all the henchmen in the 
MK universe are bald and wear 

‘Hammer’ pants. By the time 
you get to the bosses, 
you’re too frustrated to 
even care that the difficulty 
is set way too high. 

Another case of a devel- 
oper thinking ‘annoyingly 
hard' means ‘challenging.’ 
To its credit, Mortal 
Kombat Mythologies: Sub- 
Zero has tried to mesh the 
fighting genre with action 
and RPG. Sub-Zero can use 
items, and gains special 
moves as his experience 
goes up (from hitting peo- 
ple, naturally). The 
expensive FMV sequences 
are pretty cool as well, 
with good-looking babes in 
tight-fitting medieval wear. 
However, this is all for 
naught, as the game is just 
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REVIEW 


THE LINE 


DUHE riUHEm BLRSTS HIS WRY UflTD THE SHTURfl M STYLE 


Check out those lighting effects! 
Duke Nukem 3D pushes the 
Saturn’s 3D capabilities to 
new levels. 


The revolving doors didn’t make 
the cut. Thankfully, more memo- 
rable ones, like this, did. Burning 
down the house, anyone? 


Sure, Duke might be armed to the 
teeth, but you’ll also need to use 
your noggin if you want to make 
it through the game. 


Just as in the original PC game, 
security cameras play an impor- 
tant role in deathmatch. 


T hanks to Sega and Lobotomy 
Software, Saturn owners are 
finally getting their share of 
the Duke Nukem 3D experience. But 
how does this version stack up 
against the game’s other console 
incarnations, and more importantly, 
it’s PC forefather? Believe it or not, 
the tongue-in-cheek action 
extravaganza has arrived on the 
Saturn amazingly intact, and it’s still 
just as fun. 

Thanks to Lobotomy’s 
Powerslave engine, the game runs 


fast, smooth, and even manages 
some impressive light-sourcing not 
seen on the PC. In short: it looks like 
Duke Nukem done right. And although 
some of the subtle touches — such 
as revolving doors — have been sac- 
rificed for framerate’s sake, and the 
textures are obviously lower resolu- 
tion, you’ll be too engrossed in the 
game to even notice. 

As for the soundtrack, the clas- 
sic Duke Nukem 3D tunes have never 
sounded better. Control? For fans of 
other Saturn first-person titles, it 


In the immortal 
words of Duke 
himself, ‘Damn! 
Look at all 


might seem a little loose at first, 
but after a couple of minutes, it feels 
like second nature, especially with 
the Saturn analog pad. Everything 
from freely looking around to strafing 
side to side is there for the using. 

On the downside, the lack of a 
split-screen mode is disappointing, 
but if you’re a NetLink owner, you’re 
in luck — the game fully supports 
the peripheral. 

Where Duke Nukem 3D really 
hits the mark is in recreating the feel 
of the original PC hit. Everything 
you’ve come to expect from the 
game, from the snappy 
one-liners to the scantily 
clad (read: downright Pi- 
rated) dancers have made 
the cut, faithfully re-creat- 
ing the atmosphere that 
only a Duke Nukem game 
can deliver. 

In the end, the game 
comes across looking, 
sounding, and feeling 
amazingly close to its PC 
counterpart. If you loved 
the game of the PC, or are 
simply a Saturn owner 
looking to add a solid 
action title to your collec- 
tion, Duke Nukem 3D is 
definitely worth a look. 


You asked for the R-rated material, you 
got it The scantily-clad dancers are in 
there, too... 


Lost your way? Duke 30's automapping 
feature has gladly made the trip over 
from the PC. 

ALTERNATIVES 

Final Doom - fl.l 
Hexen E - 6.L 
fluake - S.b 


QRAN3Y NELSON 



122 ULTRA gamep/sys/5 


http: //www. ultragp.com 



GENRE. Strategy e PLAYERS. 1 to a 3 PUBLISHER. CaveIXx; c DEVELOPER. GT Interactive c RATING. T e M.S.R.P. SMH.HS 


C HEUIEUI S 







PC C3D>- 


This nin'r vdur drddv's reel thee strrteev erire... 


V ou know, it’s not too hard to 
clone a game like Red Alert 
or WarCraft. Yet, in the 
recent barrage of real time war 
games that have hit consumers, only 
one has reproduced the excellent 
gameplay displayed in the aforemen- 
tioned titles. That game is CaveDog’s 
Total Annihilation. 

Using all sorts of mechanisms, 
ranging from robots to amphibious 
tanks, Total Annihilation nearly over- 
whelms the player with its huge 
assortment of units and structures. 
Over 150 different units are available 
to choose from, making the strategy 
process very 


tough and maybe even disorienting at 
first. But two things that set Total 
Annihilation apart from the recent 
C&C clones are its interface and its 
graphics. The interface is simple to 
pick up on and very intuitive. As a 
matter of fact, real time veterans 
won’t have to pick up the manual to 
start playing. Then, there’s the polyg- 
onal graphics coupled with different 
types of terrain that are rendered in 
true 3D with all of the elevations and 
depressions of a real landscape. This 
not only serves as good eye candy, 
but it also serves as a whole new 
strategic element to consider and is a 
testament to how far the genre has 
come in the past year. 

CaveDog will be offering more 
units to the already heaping roster for 
players download once the game is 
released. If this isn’t enough, the map 
sizes in multi-player mode spaced out 
according to how much RAM the user 
has on his or her 

The action never machine. So, if you 
have 64MB of RAM, 
expect a map so big 


that ground units could take literally 
hours exploring! 

If there was one thing that hurts 
this title, it’s the units themselves. A 
lot of the units look so similar that 
players may have problems distin- 
guishing them from one another in 
the heat of the action. Other than that, 
Total Annihilation is the cream of the 
crop. Real time junkies shouldn’t pass 
on this title and neither should new- 
bies to the genre. 


slows in Total 
Annihilation. 


Try not to tall into the lava. The 
results could be devastating. 


REQUIREMENTS 

Q Pentium 133 or higher 
0 lb MB RAH 
O bJindouis |C: 15 
P Direct X5 
O 4X CD ROM Drive 


units, but slow nonetheless. 


These Spider units have no prob- 
lems climbing up steep hills. 
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Bombers can make bombing 
runs from ridiculous heights. 


The different types of terrain rep- 
resented in the game truly 
provide a unique experience. 


If you're 

a hill, you have a 
definite advantage 
over your opponent. 


ALTERNATIVES 

Command & Conquer - fi„2 
C&C: Red Alert - fi.fl 
Z - ?.b 




Some waterways are shallow 
enough for ground units to cross. 
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REVIEW 


■ ■ ■ hen Dark Forces first 

■ II appeared on the PC and 
^■i^r then on the PlayStation, 
most experienced action gamers 
pegged it for what it was — a pretty 
good Doom clone with a great movie 
license. The good news is that this is 
not the case with Jedi Knight. The 
game still features the same great 
Star Wars license and borrows from 
the familiar collection of Lucas icons 
several times throughout, but this is 
anything but an average action game. 

Among the many recognizable 
characters and objects in the game 
are storm troopers, Tie Fighters, and 
Chewbacca’s laser cross bow. The 
game also maintains that classic Star 
Wars look throughout and, though the 
storyline does not directly correspond 
with any of the movies, the charac- 
ters all have an easily identifiable 
Star Wars quality about them. The 


REQUIREMENTS 


O Pentium ID 

O 

Windows ,C I5 

© 

lb m RAM 

o 

Ex CD Rom 


point is, this is not just a generic first- 
person shooter with a big draw 
license attached to it. This is a prod- 
uct worthy of the Star Wars legacy. 

There are several factors that 
make Jedi Knight such a great game, 
but at its core, the game is excep- 
tional because of the staggeringly 
good level design. As opposed to 
most first-person shooters, 
which simply provide a 
series of corridors and 
arenas in which to 
shoot the enemy, 

Jedi Knight has 
the feel of an 
actual living envi- 
ronment, one 
which would carry 
on with or without 
your involvement. In 
fact, the game is designed 
so well that your presence ends up 


game begins 
with Kyle Katam 
as a Jedi Knight 
in training, with 
Saber 


pie, in the duel levels (the basic 
equivalent to a boss level in a tradi- 
tional platform game, only cooler 
because it’s dueling with Light 
Sabers) it’s far easier to play in third- 
person so that you can tell when 
you’re being attacked from behind or 
some other point not visible in a first 
person perspective. 

The gameplay is further 
enhanced with the addition of Force 
Powers which are a collection of spe- 
cial powers which can be developed 
either on the light or dark side of the 
Force. Among the many Force Powers 
which can be earned throughout the 
game are Force Pull, which pulls your 
enemy’s weapons away from them; 
Force Jump, which allows you to 
jump to incredible heights and Force 
Throw, which is a Dark Side Force 
that hurls loose items at your ene- 
mies from all sides. The Force 


Solving complex 
puzzles is an 
important part of 
the game. 


feeling like more of an unwanted 
intrusion — which conveniently cor- 
responds with the storyline of the 
game. There are several techniques 
used to achieve this important qual- 
ity, but first and foremost it is 
achieved by giving the enemy charac- 
ters something to do other than just 
wait around for you to kill them. It’s 
not uncommon, for example, to come 
around a corner and find a full 
fledged bar brawl in effect. 

Another aspect of Jedi Knight 
which puts it ahead of its first-person 
shooter cousins is the ability at any 
point to switch from first to third per- 
son perspective. It could probably be 
argued that the game was designed 
for first-person play and in most 
cases performs slightly better in this 
mode, but there are several points in 
the game where the third person 
view is actually preferable. For exam- 


1 The map feature is handy for navigating the complex environments. 2 Using Force Powers is a big part of what makes the game so different from other action games. 3 It looks 
like Star Wars, it sounds like Star Wars, it must be Star Wars. 4 Here’s Kyle Katam demonstrating the ‘Hold Your Breath In Deep Space’ Jedi trick! 





REUIEUJS 


THE FORCE OF mULTI-PLRVER 


A wide variety of powerful weapons help 
satisfy even the staunchest action fan. 

Powers are especially satisfying in 
the Multi-Player arena, where oppo- 
nents can be humiliated in a number 
of ways. 

Finally, what makes Jedi Knight 
such an addicting challenge is the 
adventure quality of the gameplay. 

This is not just a ‘shoot everything 
that moves’ action game. In fact, the 
game probably has more in common 
with Tomb Raider than Quake. The 
adventure aspect of the game is fur- 
ther enhanced by a long series of 
high-quality cutscenes and an actual 
cohesive storyline which invites the 
player to follow one of two paths — 
that of the Light Jedi or the Dark side. 
This, combined with several challeng- 
ing puzzles that relate very closely to 
the storyline, creates a very reward- 
ing experience which should not be 
missed by any Star Wars fan or fan of 
the genre. 


While Jedi Knight could easily be considered one 
of the finest single-player first-person shooters 
of all time, it’s arguably just as good on the 
multi-player front. Supporting up to 32 players at 
a time, the game features a long list of death- 


match levels with secret ambush spots, booby 
traps and plenty of fire-power lying about. Even 
going up against tough competition from Quake 
2 this season, Jedi Knight should fare extremely 
well and may even find itself on top. 




V’ 


im 






Scenes like this 
Pare reminiscent of 
f the good old days, 
when we’d go 
frog gigging in 
South Carolina. 


1 The game can be played in one 
of two views, first-person or third. 

2 The enemies are a little blocky 
at times, but there is no shortage 
of enemy characters of all vari- 
eties. 3 This is what Jedi Knight 
would look like if you wore gog- 
gles full of lime jeilo. 4 This Battle 
Station cost a ton of bucks and 
they still didn’t get the hardwood 

floors! 5 Before becoming a Jedi Knight, Kyle studied under Spider 
Man. 6 Long range shots are among the most satisfying in the game. 

7 Fighting with the Light Saber is a more up-close-and-personal expe- 
rience than most action games offer. 




ALTERNATIVES 

NDK - 1.5 
t2uake - fi.b 
Tomb Raider - ^.5 
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■ ■ V hen French developer 
M M M Kalisto first brought 
around Nightmare 
Creatures, we were all wowed by its 
‘as-good-as- Tomb-Raider 1 graphics. 
Early on, it appeared to be another 
worthy example of the deeper kinds 
of 3D gameplay the 32-bit systems 
could offer. 

In many ways, Nightmare 
Creatures has lived up to that poten- 
tial. The graphics are damn sharp 
(with true 3D fog and lots of blood) 
and each of the 15 levels are increas- 
ingly foreboding. As either Ignatius, a 
hardy staff-carry- 
ing monk, or 
Nadia, a lithe 
dagger-wield- 
ing vixen, 
players jour- 
ney through 
17th cen- 
tury 
London, 
from ship- 
yards to 
grave- 
yards, to 
cathedrals 
and sew- 


Adam Crowley, 
master of evil, 
and insurance 
salesman, as if 
you couldn’t tell. 


Expect to be attacked by a variety of 
enemies, often at the same time. 


ers, ‘beast bash- 
ing’ all the way. 

The refreshing 
variety of mon- 
sters are 
exceedingly well 
modeled, and with 
a stiff blow, play- 
ers can 

dismember their 
arms, heads, legs, 
and torsos. — 
something we’ve 
all been wanting 
to do in games with this kind of free- 
dom for quite sometime. 

Apart from the graphic excel- 
lence, the music and sound 
effects completely round out 
the suspenseful feel of the 
game. The monsters make 
some horrific noises, and 
the organ music couldn’t 
be more in touch with the 
tone of the game. Like 
Tomb Raider, the whole 
of the game begs you 
to continue. 

But alas, 
the gameplay 
isn’t nearly as 
balanced as 
it could be, 
and involves lit- 
tle more than 
pinning a mon- 
ster against the 
wall and hitting 
them with alter- 
nating kick and 
weapon combina- 
tions. The control isn’t 
perfect, but it isn’t Perfect 
Weapon, either. The other 
problem plaguing the game, is 
that it doesn’t offer the player 
any camera control, and the 
camera isn’t nearly as cooper- 
ative as it needs to be. 

But if you’d like to play 
the closest thing to a 3D 


1 Secrets areas behind break- 
able windows stash the goods 
you’ll need to survive. 2 Thanks 
to its high level of gratuitous 
violence, this French game has 
a distinctly American flavor, 
with just a modicum of that 
French weirdness. 

3 Werewolves jump through 
windows in a very Resident Evil- 
like surprise attack. 

4 Occasionally you’ll be called 
on to find a switch, often a 
requirement in these types 

of games. 


Castlevania that’s currently available, 
or play a game that’s as good as 
Perfect Weapon dreamed of being, 
this combat adventure should more 
than quench any beat’em-up blood- 
lust you may be experiencing. 

O Ton RUSS® 


ALTERNATIVES 

Castlevania: Symphony - 
Resident Evil: DC - 
Tomb Raider - 


Nightmare 

allows 
the player to split a 
zombie in two! 
it is really 
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Small additions, like boarding 
around at sunset, make Cool 
Boarders 2 a real gameplay rush. 


ALTERNATIVES 

Cool Boarders - 
Jet Moto - 
Wave Race - 


less formulaic. The quantity of char- 
acters (including some secret ones!), 
new boards, and varying tracks 
ensures repeat play on any occasion. 

The only category that has 
barely been touched is graphics. 

While character animations and 
designs have smoothed out, the back- 
grounds and course textures still 
remain rough and suffer from some 
nasty clipping and draw in. And unfor- 
tunately, the announcer hasn’t been 
scrapped, like he should’ve been after 
the first game. Imagine what Dan 
Cortese would sound like if he man- 
aged to slam too many Dews. But, 
overall, Cool Boarders 2 packs a solid 
punch in the racing and sports genre, 
by offering the gamer a plethora of 
new options, secrets and game 
modes. Check it out. 


© FRANCESCA IREYES 


replays 
are cool looking 
when you’re air- 
borne, but painful 
when you’re eating 


UEP has added in some snappy 
cinemas melded from ingame 
images and FMV footage of real 
courses in order to up the 
player’s immersion. 


Brown snow... let’s just say that 
you wouldn’t want to wipe out in 
this tunnel. 


T aking a good formula and 
making it better is some- 
thing that is easily 
accomplished in the videogame 
world. But to say that Cool Boarders 2 
is a simple sequel that has improved 
technologically is false. Sure, UEP had 
scrapped the original 
engine and replaced it 
with the one used 
for Rally Cross. 

And of course, 
the choice of 
boards, char- 
acters, tracks, 
and gameplay 
modes has 
increased. But 
the major 
improvement isn’t 
really an improve- 
ment at all. What UEP 
has managed to do is con- 
struct a better game without 
minimizing any of the fun. 

Depth and replay value are two 
things that were missing from the 


original, but those weaknesses have 
been adequately remedied with the 
addition of tons of new options and 
modes. On top of the Big Air contest, 
the Halfpipe courses, and the Board 
Park option, the Competition mode is 
the most welcome. Alternating 

between tricks and time con- 
tests, the character of your 
choosing will face off 
with seven other 

Competition Mode 
will have you vying 
for trick points 
against the pack. 


boarders for the 
big prize. This fea- 
ture alleviates the 
lonely solitude felt in 
Cool Boarders, but 
they’ve kept the ‘Ghost’ fea- 
ture for all other tracks and 
modes. The difficulty in performing 
unique tricks and grabs has also been 
upped a notch to make gameplay 
more challenging and the controls 


Loading screens offer some words 
of wisdom for the trick-addicted 
boarder. Pay attention! 


Four initially playable characters 
let you dress them up or down 
while inspecting their stats. 



I 
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We’re just ripping along through 
this gorge, no time to admire the 
beautiful scenery. 


Underground mine shafts with 
fallen beams are only one of the 
obstacles that will to take off 
your head. 


Molten lava won't stop the Jet 
Moto Racer from his appointed 
rounds, although why he’s racing 
in the stuff is beyond us. 


ALTERNATIVES 

UipeOut XL F.S 
Manx TT 7.H 
UaveRace q ,.S 


Earthquake rones make for great Jet 
Moto tracks! 


Who needs a dog sled for the Iditerod? 
This way, you can have all the tasty Alpo 
for yourself! 


Eventually, gravity will take over 
in this situation, resulting in 
serious injury or even death! 


cleaner graphics, and a new physics 
engine. But the game still feels like it 
picks up exactly where the first Jet 
Moto left off. 

Jet Moto 2 may actually be 
harder than the original. There are a 
lot more obstacles, tighter turns, and 
gaps in the track that lead to oblivion 
and major set backs. To compensate, 
the control is just a little bit tighter, 
so you can pull off 90 degree turns 
with ease. 

One area where Jet Moto 2 
improves on the original is character. 


out for cactus 
and prairie dogs. 
We had to file an 
EPA statement right 
after this screen- 


Nothing like a sunny 
LA day for a ride in 
the rubble. 

Subtle differ- 
ences give it 
a more pol- 
ished feel. 

Your opponents 
taunt you when 
you're knocked off 
your machine and your 
racer whoops it up when you pull a 
tough move. Take a tight corner and 
your leg goes out to stabilize you like 
a motocross racer. Fans of 
the original may not like 
one change: the music. The 
Pulp Fiction-esque surf 
music is gone, replaced by 
heavy guitar riffs. 

Minor gripes aside, Jet 
Moto 2 is a fun game. Fans 
of the original have more 
tracks to look forward to 
and newcomers will be 
able to go back to the 
original and not be disap- 
pointed. SingleTrac did a 
great job with this sequel 
by not screwing up the 
original formula. Gamers 
will reap the rewards. 


a V a ell, Jet Moto racers are 
a a M going to have a sense of 
aHa deja vu when they slip 
the new Jet Moto 2 disc into their 
PlayStation — it's the same game! 
Well, pretty much the same game. 
Think of Jet Moto 2 as more of an 
expansion pack than a true sequel. 
Not that there's anything wrong with 
that! Lets face it, it's pretty hard to 
improve what's already a great game. 

Jet Moto 2 does sport a few 
new things: ten new devious tracks, 
obstacles like corkscrews and pits, 


http: //www. ultnagp.com 


130 ULTRA gam&fJlaLjers 




■ Eda I want ULTRA Gameplayers 
for the holidays! I get one full year (13 issues) for only 
$1 9.95 - a savings of over 69% off the cover price! With my paid 
order, I'll receive the all-new “Book of Cheats” absolutely FREE! 


ADDRESS 


Get the "Book of rVj&pSr® 
Cheats" jammed full 
of tips & tricks for UK^&SSi 
all the hottest games. 

FREE with your paid subscription! 


CITY STATE ZIP 4N856 

□ Bill me later □ Check enclosed, send my “Book of Cheats” now! 

I I I L'J" T'V Offer good in US only, Annual cover price is 

Vr( : T\ J7 $64.87. Canada: $US 33.95 (includes GST). ^ 

[nt=In nI=loIt=IUIz]tl=1 Foreign: $US 43.95. Prepaid in US funds. 
tZJ- ■■ ■ - — Please a ||ow 6-8 weeks for mailing of first issue. 


W Edu I want ULTRA Gameplayers 
^^^^for the holidays! I get one full year (13 issues) for only 
$1 9.95 - a savings of over 69% off the cover price! With my paid 
order, I’ll receive the all-new “Book of Cheats” absolutely FREE! 


THE BOOK OF 


ADDRESS 


"Get the “Book of 
Cheats" jammed full 
of tips & tricks for 
all the hottest games. 

FREE with your paid subscription! 


CITY STATE ZIP 4N864 

□ Bill me later □ Check enclosed, send my “Book of Cheats” now! 

h in i Offer good in US only. Annual cover price is 

jj $64 87. Canada: $US 33.95 (includes GST). H 

( ofz/nn I--I a ifcffltzJ d—i Foreign: 43.95. Pre ( )aid in us ,unds ' 

tz J ' ■ - - — please allow 6-8 weeks for mailing of first issue. 





YES! I want one full year (13 issues and 
1 3 CD-ROMs) of ULTRA Gameplayers for only $29.95 ■ 
a savings of over 61% off the cover price! With my paid order, 

I'll receive the all-new “Book of Cheats” absolutely FREE! 


ADDRESS 


CITY STATE ZIP 4N872 

□ Bill me later □ Check enclosed, send my “Book of Cheats" now! 

■ wm i Mi« i ipniiyw Otter good in US only. Annual cover price is I 

L» J ^ I - fix „ ^ $77.87. Canada: $US 43.95 (includes GST). H 

[ afcJnn l^jo I Foreign: $US 53.95. Prepaid in US funds. S 
— - Please allow 6-8 weeks for mailing of first issue. 


Get the "Book of 
Cheats" jammed full 
of tips & tricks for 
all the hottest games. 

FREE with your paid subscription! 




Me ONLY 

gift you need! 






INTENSE RUSH! 


BUSINESS REPLY MAIL 

FIRST-CLASS MAIL PERMIT NO 1 149 BOULDER CO 
POSTAGE WILL BE PAID BY ADDRESSEE 



PO BOX 50117 
BOULDER CO 80323-0117 


II..I.I! Hi nlil 1 1 Hi 1 1 II., .lll.,.l.l,l, I 


INTENSE RUSH! 


BUSINESS REPLY MAIL 

FIRST-CLASS MAIL PERMIT NO 1 1 49 BOULDER CO 
POSTAGE WILL BE PAID BY ADDRESSEE 



PO BOX 50117 
BOULDER CO 80323-0117 



BUSINESS REPLY MAIL 

FIRST-CLASS MAIL PERMIT NO 1149 BOULDER CO 
POSTAGE WILL BE PAID BY ADDRESSEE 



PO BOX 50117 
BOULDER CO 80323-0117 
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NO POSTAGE 
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IF MAILED 
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NO POSTAGE 
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IF MAILED 
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UNITED STATES 


NO POSTAGE 
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IF MAILED 
IN THE 

UNITED STATES 


^ It’s all 
I want! $ 

It’s all 
J need! 

I Gotta 

have it! 


and get a FREE 
"Bond of Cheats" 
with your paid order! 
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T he storied Test Drive series 
was one of the first and most 
successful racing games on 
the PC, but in recent years it has been 
surpassed by other entries into the 
field. However, this year, Test Drive 


Flying over the hills in San Francisco is 
perfect fare for a racing game. 


The first person view really delivers 
the feeling of speed and, when you go 
flipping through the air, it’s likely to 
induce vomiting. 


The car models are all exceptional and 
the handling varies as well. 


has been completely 
redone and is once again 
near the top of the racing 
field. 

Test Drive 4 also marks the 
first appearance of the 
series on the PlayStation 
(that is, if you don’t count 
Test Drive: Off Road), 

where road race com- 
petition is heavy. 

What makes 
Test Drive 4 
superior to Need 
For Speed 2 and 
Grand Tour 
Racing isn’t a fancy 
intro or even the type of 
cars available, instead it is 
that the control and speed 
are spot on. The graphics 
and sound are up to par 
with other racing games, 
but the feeling of speed is so 
intense that it makes up for some 
other minor flaws in the game. Test 
Drive 4 would have scored higher if 
only they included a split-screen, 
two-player game. The game does 
support the link cable, but since only 
two people in the free world actually 
use the link cable, that isn’t much 


The violent 
crashes are exhil- 
arating and quite 
frequent with all 


help. The only other two-player 
aspect in the game is an effective 
ghost mode that allows you to race 
against someone else’s time. 
However, it is no substitute for head- 
to-head action. 

The tracks in the game are long 
and extremely detailed, but the lack 


of short-cuts and alternate routes is 
disappointing. The San Francisco 
track is the highlight of the game 
because of the massive hills. Another 
key element in Test Drive 4 is weav- 
ing through traffic while trying to 
speed by other cars. While this is 
challenging, it is often frustrating 
because the computer cars don’t 
seem to have a problem avoiding 
them. Of course, the game features 
ten real cars from today’s fastest 
machines, from the Viper to the good 
old Camaros of the 70s. 

Test Drive 4 isn’t perfect, but 
the pure feeling of speed and tight 
control make it the best roadracer on 
the PlayStation and a fun game. 


The police cars were stolen directly from e i 

Need For Speed, but do add the necessary 
rebellious attitude. 

1 Tracks like Washington D.C. take you 
through the countryside and into the 
nation’s capital. 2 The muscle cars are awe- 
some! If I had one of these in high school, I 
might have even gotten a date to the prom. 


ALTERNATIVES 

Need For Speed ■ 
Grand Tour Racing 
MRC 


raBEEE 
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he holiday season sure makes for some curious and strange bedfellows, (in a figurative sense, of 
' \ course), in the All Access section this month. With the code and tips shortage over the last few m 

I I’m finding that there’s now a ton to be had and in some of the most favored categories, like RPG: 

sports games. Now that’s not at all bad, is it? I suppose that I’m now supposed to include the obligatory rel 
ences to Kris Kringie, snowy weather and Rudolph, but frankly, the holidays just seem to sap me and my w 
for all they’re worth. Need I say more? If you have any codes that you think can knock me out of my candy- 
induced stupor, send them in to: All Access, c/o ULTRA GP, 1 50 N. Hill Drive, B 
simply zap them over to my email box at <freyes@ultragp.com>. Happy holidi 


gang! Yawn. 


publisher: Capcom 


;ystepi: Saturn 


Shoot twice in the top center of the F 
‘CRISIS’ at the title screen (the one w 
the three game options). Then shoot 


on the Japanese version 


twice in the center of the cross hair 


above ‘CRISIS.’ If done correctly you 


should be taken to a secret menu 
screen. Select whichever cheats you 
want; you’ll have the option for unlim 


You must first complete the game and 
have it saved to memory. Then, at the 
character select screen, highlight any 
character, then press OO and hold A 
+ B + C (in order.) Your character 
should change to Dr. Doom. 


ited credits, no reloading, etc. It may 
take a few tries to get it right, since tf 
accuracy is key to enabling the cheat 


1-2 It’s easy to change your charac- 
ter’s costume, just make sure to keep 
In mind which direction to push for 
their specific row. 


You must first complete the game and 


have it saved to memory. Then, at the 


character select screen, highlight any 


character, then press OO and hold Z 


+ Y + X (in order.) Your character 


should change to Thanatos. 


publisher: Virgin Interactive 


On any character hold up or down (if 
the character you want is in the top 
row, hold O. If they are in the bottom 
row, hold O) for three secs. Now 
press A or C to have them fight in their 


system: Saturn 


Ersv Cherts! 

To enable each cheat, simply go to the Restore 
Game option and enter in the password. 


EFFECT 

Free for All 
Get all the Flags 
Credit Heads 


One Plover Sturt 

Two Plhv.ef? Stort 
Hestore Game ' 

Settings Menu. 
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system: PlayStation 


To enter any of the following cheats, simply go to the Easter Eggs screen from the 
main menu and plug in one of the codes below! You can string them in by continu- 
ally using the ‘Add Entry’ option on the Easter Egg screen. (Note: All of the following 
passwords are correct, but their effects have not all been noted. These are indicated 


with a question mark.) 


.No hands 


.Small players 


HORSEMAN 


WATERY_AI 


.Players 


move quickly VIRTUAL_POLYGONS 


.Large players SHOW_OFF 


HUMONGOUS 


GD_CHALLENGE 


.Computer Al 


.Commentator 


is harder 


DEEP_GRAY 


is louder 


.Easy penalties CPUJDEFENSE 


CPU_OFFENSE 


GLOVES 


.Players catch PSYCHIC 


.Swim move 


TOAST 


.Show Credits 


LEECH 


CREDITS 


HATCHET 


EQUAL_TEAMS 


BETTIS 


QUIET_CROWD 


.Crowd is quiet 


.Referee calls 


REJECTION 


more penalties 


1-4 To get to the Easter Eggs 
screen, simply go to the 
Options screen from the Main 
Menu. You’ll find it at the bot- 
tom of the Options menu. 


Chert Codes 

While playing, enter one of the following codes quickly. 


EFFECT 

Bodywork trashed 
Explosive pedestrians 
Hot rod 

Drive under water 
Toggles drug screen effects 
Jelly suspension 
People bounce when hit 
Turbo pedestrians 
Extra pedestrians * 
Vesuvian cops M i 

Giant pedestrians f M 

Free repairs 

Toggles instant handbrake 
Mega bonus (lots of cash) 
Pedestrians stuck to ground 
Odd gravity 
Pinball mode 

Pedestrains shown on map 
Blind pedestrians 
Pedestrian response A 


CODE 

bigbottom 

superhoops 

igloofun 

goggleplex 

intheloft 

buyournextgame 

chickenfodder 

funnyjam 

tramsaresuper 

islandrules 

smalluddders 

spamfritters 

spamforrest 

givemelard 

spamspamspamspam 

havesomespam 

mooseontheloose . . . 

ilovenobby 

hamstersex 

naughtytorty 


Note: Last month’s All Access PC codes for 
Carmageddon are to be enabled ONLY on the 
European version of the game. Apologies all around 
the board for any trouble! Sorry, again. 


The above codes are specific for the North 
American version of Carmageddon. Happy 
cheating, gang. 
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system: Saturn., PlayStation 


to a team to 


Enter these names in at the create player menu, then sign 
enable the following options. 


EA Sports Team 


ORRS_HEROES. 


Tiburon Team 


LOIN_CLOTH. 


All Time Leaders 


LEADERS 


All Time All Madden 


COACH 


All 60’s Team 


PAC_ATTACK . 
STEELCURTAIN 
GOLD_RUSH . . 


All 70’s Team 
All 80’s Team 


ALOHA 


Secret STRmums 

Enter these names in at the create player menu, then sign 
should now have these selectable stadiums in your menu. 


Astrodome (Old Oilers) 


JETSONS 


Cleveland Browns Stadium 


DAWGPOUND 


Old Oakland Stadium 


SNAKE 


Old Tampa Bay Stadium 
Old Miami Dolphins Stadium 


BIG SOMBRERO 


RFK Stadium (Old Redskins) 


OLDDC 


Tiburon Sports Complex 


SHARKSFIN. 


GHOST_TOWN 


publisher: Working Designs 


ognize the similarity between the two 


pendants. Do what each character asks 
until the story is resolved. You won’t 
get anything from this sub-quest, but 


Two mysterious events happen during 
the course of Albert Odyssey. The 


problem with them is that many will 


make sure to examine all the pots 


never see them because they are not 


inside the girl’s abode. 


necessary to finish the game. 


After you beat the north tower, Kris 


will make a mention about taking Guy 


to Solace for Leos to heal. Follow her. 


In the town of Mycent, you’ll witness an 


When you get to Solace, enter 


argument between a daughter and her 


father, the Duke. She runs away and if 


the Sanctuary. 


to check on before 


Another thing 


you talk to him, he will complain about 


is considerably tougher. The 
can take 600 HP off your party 
j a single round. Defeat him and 


going into Fargasta is an empty cave 
near Gadel, south of die Dragonmen’s 
cave. Fly there and enter the cave. 


her absence and how he wishes she 
would come back. Head to the land 
north of the Cemetery of Ages, then 
head east before you the northern 
peninsula. You should stumble across 
and invisible town and enter what looks 
like the ruins of a city. In the north of 
the town, you’ll fight the Iron Giant. The 


There should now be a girl inside. She 
will be talking about a pendant that she 
is wearing. Where have you heard 
something similar? Fly back to Gigarl 
and find the old man whose wife ran off 


you’ll end up back to Mycent. The Duke 


will give you a Quest 
his daughter. It’s wor 
card at all the stores. 


(Thanks to Menk and Estlor at Dave’s 


to find eternal youth. Now Eka will rec- 


f irst battle is fairly easy, but the second 


Sega Saturn page!) 


w 


HI 

r 

m m 

1 

LOST WORLD 

mBsm 


publisher: EA 



system: PlayStation 

Chert mooE 

Go to the Password screen and enter one of the codes below to enable the cor- 
responding cheat. (Note: Activating some of these codes will disable sound 
effects. You can remedy this by readjusting the sound options in the main 
menu.) 

CODE 

Square, X, Circle, Triangle, X, Circle, 

Square, Triangle, Square, X, Circle, X 

EFFECT 
. Hunter 


Triangle, X, Triangle, X, Circle, X, Square, 

Triangle, Triangle, Square, Circle, X 

. Human prey 


Square, X, Circle, Triangle, X, Circle, 

Square, Triangle, X, Square, Circle, X 

. Velociraptor 


Triangle, Square, Circle, Square, X, Triangle, 
Triangle, Circle, Square, Triangle, Triangle, X . . 

. T-Rex 


X, Triangle, Triangle, Square, X, Circle, 

Triangle, Square, Triangle, Circle, X, Circle 

. View Compy gallery 


Triangle, X, Square, Triangle, Circle, X, 

Square, Circle, Triangle, Square, X, X 

. View hunter gallery 


Triangle, Square, Circle, Square, X, Triangle, 
Triangle, Circle, X, Square, Triangle, Triangle . . 

. View human prey gallery 

Circle, Square, Triangle, X, Circle, Triangle, 

Square, X, Circle, Square, X, Triangle 

. View Velociraptor gallery 

Triangle, Triangle, Circle, Square, Triangle, 

X, Triangle, Square, Square, X, Triangle, Circle . 

. View T. rex gallery 


Triangle, X, Square, Triangle, Circle, X, Square, 
Circle, Square, Triangle, X, Circle 

. 59 Lives 


!L 


A 
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system: Saturn 


Chert Codes 

Press Start while playing a game, then go to the ENTER PASSWORD screen and 
enter these passwords using the C button. If you’ve entered the code correctly, 


return to the 


game, the words ‘enabled cheat’ should briefly appear in 


lower left hand corner 


of the screen. 


CODE 


EFFECT 

Invincibility and 255 damage weak against magic 


TSGDDYTD 
DCKMT . . . 


Full upgrades 


VRYLTTL 


renewal of mana with each 


NSCRN 


Show entire map 


GLTTRNG 


lumber and oil 


MKTS 


Fast building and upgrade 


NTTHCLNS 


Disable magical traps (runes, etc.) 


harvest lumber 


THRCNBNLYN 


Quick ending 


NTPRF. 


Laser show 


YPTFLWRM 


Instant defeat 


Removes victory sequence and 


continue playing 


Magnum. 


Laser 


Golden Gun 


(Thanks to N64. 
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Other weapons can be enabled by completing certain levels: 


LEVEL 

Antenna Cradle, Janus Base 
Aztec Complex 
Egyptian Temple 


Even more cheats can be accessed by beating the entire game on certain diffi- 
culty settings: 






ENABLED CHEAT 

. . . Aztec Level 
. . . Egyptian Level 
. . . Laser Gun 
. . . Golden Gun 
. . . 007 Mode 


Cheht Up nans 

GoldenEye 007 has a built-in Cheat Options menu with nearly two dozen codes 
that are automatically activated when you meet certain objectives. 

The following codes are enabled at the Cheat Options menu by completing the 
appropriate level on the specified difficulty level in the time allowed: 


1-.‘ Goldeneye doesn’t contain any 
known controller codes, but you can 
enable cheats by mastering the game. 


LEVEL 

Level 1 - Dam 

Level 2 - Facility 

Level 3 - Runway 

Level 4 - Surface 

Level 5 - Bunker 

Level 6 - Silo 

Level 7 - Frigate 

Level 8 - Surface2 . . . 

Level 9 - Bunker2 

Level 10 - Statue 

Level 1 1 - Archives . . 

Level 12 - Streets 

Level 13 - Depot 

Level 14 -Train 

Level 15 - Jungle 

Level 1 6 - Control 

Level 1 7 - Caverns . . . 

Level 18 - Cradle 

Level 19 - Aztec 

Level 20 - Egyptian . . 


DIFFICULTY 

Secret Agent. 
00 Agent 

Agent 

Secret Agent. 
00 Agent . . . 

Agent 

Secret Agent. 

00 Agent 

Agent 

Secret Agent. 

00 Agent 

Agent 

Secret Agent. 
00 Agent 

Agent 

Secret Agent. 

00 Agent 

Agent 

Secret Agent. 
00 Agent 


TIME 

. :40 
. :05 
.5:00 
.3:30 
.4:00 
.3:00 
,4:30 
4:15 
, 1:30 
3:15 
1:20 
1:45 
1:30 
5:25 
3:45 
10:00 
9:30 
2:15 
9:00 
6:00 


REQIRED LEVEL TO BEAT 

Entire Game 
Entire Game 


Aztec Level 

Egyptian Level 

Entire Game (plus secret levels) 


Mmm... invincibility is 
always a 
welcome cheat. 


CHEAT 

Paintball Mode 

Invincibility 

(Big Head) DK Mode . . . 
2x Grenade Launcher. . 
2x Rocket Launcher . . . 

Turbo Mode 

No Radar (Multi) 

Tiny Bond 

2x Throwing Knives . . . 

Fast Animation 

Invisibility 

Enemy Rockets 

Slow Animation 

Silver PP7 


. 2x Hunting Knives 

. Infinite Ammo 

. 2x RC-P90S 

.Gold PP7 

. 2x Lasers 

. All Guns 


Secret Agent. 

00 Agent 

00 Agent 

00 Agent 

00 Agent 






OK, since ‘tis the season to be giving, I’m 


going to repeat my per- 


Monkey. Or email your profile and entry to 


<freyes@ultragp.com>. 


All PlayStation, N64 and Saturn Code Monkey winners will receive 
GameShark Videogame Enhancer provided courtesy of Interact Accessories, Inc. Yes, t 
N64 Game Shark is finally here! Of course, PC owners still won’t get jack! No, no, just 
kidding. PC owners will receive a prize of equal or greater value than a GameShark at 


the discretion of ULTRA Game Players. 


system: PlayStation 


Secret Teritib 

In order to enable any of the codes below, enter an Exhibition Game 
and go to the User Records screen. There you can enter any of the 
following passwords. If you enter a correct code, you’ll hear the 
announcer saying: ‘It’s in the game.’ To string in codes, simply 
keep overwriting the same slot and they’ll all still be enabled when 
you leave the User Records screen. Note: Teams enabled by the 
codes may only be selected in exhibition mode and cannot be 
saved to a memory card. 

PASSWORD TEAM 

BNOYD ‘94 Nebraska 

JNIVED 73 Notre Dam 

REGRZOJ ... ‘88 Notre Dam 

AGIG 79 Ohio State 

HTOYOMS ... ‘85 Oklahoma 

RSGPC ‘94 Oregon 

IEEIH 78 Penn State 

CCHN ‘82 Penn State 

HREG '85 Penn State 

AERE ‘86 Penn State 

LMTE ‘65 UCLA 

EERC ‘68 USC 

FSYT 79 USC 

TSTR ‘91 Washingto 

AAYI ‘88 West Virgir 

DTEL ‘94 Penn State 


system: PlayStation 


Luchv 7 Feuer 

All of your characters must have the hit points of exactly 7777 and when their 
turn comes up, they’ll go berserk for one round. All attacks will do over 7777 
worth of damage to the enemy! The downside is that you cannot control your 
characters and once their turn is over, your HP will lower to one HP. No prob- 
lem, though - simply heal them back up! 

-HvnnBnvLE' Bridgewater, I7J 


PASSWORD 

JEXLAD 
OEDYIJ 
WHVCIR. . . . 
ZDDJOT. . . . 
CEVHETS. . . 
VEWOJ 
MYLQLOH . . 
RCIXRE 

ZOWS 

EIWQOH. . . . 
WEVKIM . . . 

WMIXJ 

WYGGKEP . . 
ANOYSAJ . . 
BSEPMAJ . . 
KCIZRE 

IGSI 

EGAXRIM . . . 
SNXAI 


Alabama 

Alabama 

Alabama 

Alabama 

Colorado 

Florida 

Florida State 

Florida State 

Georgia 

Miami 

Miami 

Miami 

Miami 

Miami 

Michigan State 

Michigan 

Nebraska 

Nebraska 

Nebraska 


EA and Tiburon stadiu ns 
Tiburon team 


COOLSITE 

TIBURON. 


system: PlayStation 


Enter these codes anytime during gameplay: 


CODE 

Hold LI + R1 while pressing OOOOOOOO 

Hold L2 + R2 while pressing OOOOOOOO 

Hold R2 while pressing OOOOOOOO 

Hold LI + L2 + R1 + R2 while pressing OOOOOOOO 


Invincibility 


Infinite Weapons 


Mega Machine Guns 
God Mode On/Off 


■UIrrc IJIeCrm, PLRfta, TH 


ifXMBIT/M. 


CSUa CAMtS 
PRAClKf 

■ CRIMI A PIAUR 
RICORDS 
HGHtlCHK 


'SfOKK' 


T2H 
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GAME SHARK CODES 



@[*[3 

@[nl[R][^U^ 


SRTURN 


RRCRDES ERERTEET HITE 

Master Code f6000914c305 

b60028000000 

Infinite Lives PI (Defender 1) 360ea41 10003 

Inf. Smart Bombs PI (Defender 1). . 360ca41 30003 

Infinite Lives P2 ( Defender 1) 360ea44e0003 

Inf. Smart Bombs P2 (Defender 1). . 360ca4500003 

Infinite Lives PI (Joust) 360ba2990004 

Infinite Lives PI (Joust) 360ba29a0005 

Infinite Lives P2 (Joust) 360ba2a30004 

Infinite Lives P2 (Joust) 360ba2a40005 

Infinite Lives PI (Robotron) 360bc0340004 

Infinite Lives P2 (Robotron) 360bc0700003 

maRTRL HOmBRT TRILOEV 

Master Code J, ..... f6000914c305 

b60028000000 

Infinite Health PI . . .. .. I ,-UUU. 16083ed400a6 

No Health PI 16083ed40000 

Infinite Health P2 vU-J. 1608404c00a6 

No Health P2 . . . . i . r. . U U- U - J . 1608404c0000 

WRRCRRFT H 

Master Code f6000914c305 

b60028000000 

Infinite Lumber (Humans) 160d560a270f 

Infinite Gold (Humans) 160d564a270f 

Infinite Oil (Humans) 160d568a270f 


NS4 CO DES 

DaambH 

Missile Ammo 800632ef0064 

Plasma/BFG/Weapons Ammo 800632eb0064 

MERER 

Axe/Staff/Frost Shards 8013db7700ff 

Hammer/Firestorm/Arc of Death ... 801 3db7900ff 

Infinite Blue Mana 8013db7d00cf 

Infinite Green Mana 801 3db7f00cf 

Invincibility 8113db4cffff 

Quietus/Wraithverge/Blood 801 3db7b00ff 


PL R YSTRT ION 

C0DE5 

BRRHfTJR FORCE 

Breaker Mortar 800e0ca6ffff 

Dual Buster and Mobs 800e0ca4ffff 

Infinite Laser Energy 800e0d2a06b0 

Force Field Device 8006fe5e0119 

Gas Card 8006fe4c0110 

Grenades 8006fe7601 25 

Key 1 . j " j ; ;f; .t. . : :i. .1 8006fe340l04 

Key 10 8006fe740124 

Key 2 8006fe360105 

Key 3 8006fe380106 

Key 4 8006fe6001la 

Key 5 8006fe3c0108 

Key 6 8006fe3e0109 

Key 7 7 1 . ± rp. 8006fe6e0121 

Key 8 8006fe700122 

Key 9 8006fe720123 

Large Energy 8006fe300102 

CORTRR 

Infinite Health PI 800dc7840009 

COOL BORRDERS 

Camera Angle 1 8018ef3001a0 

High Scoring . ... . j ........ . JB001 621 00001 

800162120001 

Score Sheet 8005d0c6ffff 

8005d1d2ffff 

DRRH FORCES 

Auto-Gun 800950a2ffff 

Blue Key 800950beffff 

Infinite Blaster Ammo 800951 0803e7 

Infinite Health 800951 2c0064 

Infinite Mines 800951 1c03e7 

Infinite Shields 800951280064 

Infinite Thermal Detonators 800951 1403e7 

Jeron Fusion Cutter 800950aaffff 

Packered Mortar Gun 800950a6ffff 

Red Key 800950b6ffff 

Yellow Key 800950baffff 

DRRHUEHT COnFUCT 

High Durability ,,LiULl- J UL|801 0e5640000 
Infinite Energy 800870281 eOO 

DEEEEflT mRHimum 

Always Have Earth Shakers 800e933a0063 

800f86680009 

Infinite Shields 800e930203e7 

Infinite Vulcan Ammo 800e9316270f 

DESTRUCT/an DERBV E 

Infinite Armor 8008a3440000 

8008a34c0000 
8008a3540000 
8008a3580000 
8008a3600000 
4-4-ls008a3680000 
Score 1000 Pts 8009569203e7 


FORmULRI 

Buggy Mode 8009dc020001 

Lava Mode 8009dc040001 

H-l RRERR FIGHTERS 

Infinite Health PI 800b44bc03e8 

800b44c403e8 

Infinite Health P2 800b44c003e8 

800b44c803e8 

Infinite Stamina P2 800b44b801f4 

OUERBLOOD 

Anti-Gravity Device 800ef4f00001 

PERH PERFDRmRnCE 

Place 1 st 8009ca0c0000 

800a1ff20000 

PORSCHE CHRLLEREE 

Hyper Car and Invisible Car 800ca5be0101 

All Cars Jump 800ca5ba0001 

TERMS 

Burst Laser . . . . . . -•«*- • 80019dea0001 

Dual Laser 80019de80001 

Infinite Laser Power 80059a700014 

TOmBRRiDER 

Have All Items 8008872c0008 

Infinite Air 801de0020708 

Infinite Magnum Ammo 801de09403e7 

Infinite Shotgun Shells 801de0ac03e7 

Infinite Uzi Ammo 801 de0a003e7 


UmHRRCIRE 

Points Becker 

Points Cooper 

Points Duncan 

Points Emitt 


. 8016426000ft 
. 8016235000ft 
. 801 632d800ff 
. 801 61 3c8 


UR BREEBHLL ‘HI 

Away Team Scores 0 8005bef00000 

Home Team Scores 0 8005beec0000 

WILD RRm 5 

Infinite Bullets Rudy 801341500008 

Infinite Gella. . 801341dcffff 

Infinite HP Cecilia 80133e580500 

Infinite HP Jack 80133e240500 

Infinite HP Rudy 80133df00500 

Infinite MP Cecilia 80133e5c03e7 

Infinite MP Jack 80133e2803e7 



http: //www. ultragp.com 


ULTRA g^n~iE!pl3Lj^r 


I 

137 






nETWOHH ~) 


Network 


CONNECTION 


— LETTERS FROM OUR RERDERS... 


M erry Christmas, 

Happy Chanukah and a 
Happy New Year to everyone out there in 
ULTRA Game Players Readers’ Land. We 
hope all of you got exactly what you deser... 
uh, wanted, this holiday season. We know we 
did! Just check out all these great letters we got 
from you guys! 

It seems like everyone got the holiday spirit, 
since there’s only one letter in here where one 
reader calls another a total idiot. And of course, 
what would the season be without a whole bunch 
of letters from the sadly deranged folks we call 
those moron... I mean, our fans? 

So try to stay warm and dry, friends, and if 
you can’t, don’t write and tell us about it. We’re 
depressed enough as it is! Other than that, 
though, drop us a line! 

Network Connections 
ULTRR CRME PLRYERS 
ISO North Hill Drive 
Brisbane, Ca 3 4 DOS 


RROH... HRNSON! 

I’m a gaming fanatic, but instead of 
playing videogames, I was watching 
MTV motel California and they were 
showing the Hanson band with 
Bill Bellamy playing 
videogames. They were 
playing Playstation, but 
the system was blue, 
and they were playing 
Nightmare Creatures! 
This was September 
1st, and from pre- 
views I’ve read, it 
isn’t coming out 
until October 31 . It 
crossed my mind 
that it could of 
been a demo, but 
they were playing 
it for about twenty 
plus minutes. And at 
the end, it said pro- 
duction assistance 
provided by Activision. 
What’s going on? 

Ben Grams 
Littleton, CO 


FRRNK»> Well, blue 
PlayStations are used to play 
pre-release games. This is a 
security feature to stop piracy. 
Activision and most other soft- 
ware companies have blue 
PlayStations and they let Bellamy 
have a go on an early version of 
Nightmare Creatures. Isn’t the 
blue PlayStation cool looking? 


NRKED TRUTH 

I am writing in response to Krow of 
Macon, II. Yes, I do agree that the 
violence in videogames is cool, but I 
for one do not agree with nudity in 
videogames, and I am highly 
offended by it. I am a regular cus- 
tomer at my local Babbages, and 
have noticed that there are a lot of 
videogames with naked females 
and males. Apparently, this person 


either doesn’t look hard enough for 
what he is looking for, or he has 
been in a coma for the last couple 
of years. 

Priss 

Wheeling, WV 

ROG£R>>> Well, Priss, 
although there are a number of 
‘Adult’ PC titles that do contain 
nudity, I’m hard pressed to find 
any videogames that include 
nudity (and believe me, I’ve been 
looking). Scantily clad - yes, 
nudity - no. Sure, there are a 
bunch of naked animals in 
games, but companies like Sony 
have taken the moral high ground 
and required even their 
Bandicoot stars to wear shorts. 
No, really, I think the scary thing 
is that you seem to be more com- 
fortable killing people than see- 
ing them naked. In case you 
haven’t noticed, underneath all 
those clothes you’re wearing, 
you’re naked. Yikes! 

CUT ‘EM UP! 


Could you guys answer some ques- 
tions about Resident Evil: Directors 
Cut and Resident Evil 2? 

1. What is going to be so different 
about the Directors Cut from the 
original Resident Evil? 

2. When is Resident Evil 2 coming 
out and how much will it cost? 

3. What new weapons and features 
will the characters have in Resident 
Evil 2? 

Zak Wilkins 
Circleville, OH 

FRflN>>> 1. The Director’s Cut 
features not only three new out- 
fits for both Jill and Chris, but a 
lot of the items and monsters’ 
locations have been moved 
around, so that previously unoc- 
cupied rooms are now packed 
with danger and the like. It’s not 
an entirely new game, but there 



are just enough differences to 
make it worth playing again. 

2. RE2 should be out sometime 
around January/February of next 
year, if Capcom stays on sched- 
ule. I’m figuring that it should be 
around the usual $40-50 range. 
The cool thing is that the game is 
spread out over two whole discs. 

3. At the time that I’m actually 
writing this response, we’ve only 
really been able to see about 5% 
of the game. But there are some 
new things in the game so far, 
like your character’s ability to 
‘climb’ onto objects and they 
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r /VWW\BOP, 
BABY BOP, 
/V\Y 

/WWV\BOP... 
k AOK! * 


Centei Here’s Bill in Big Head 
mode and, yes, he did it all by 
himself! Woohoo! 


Bottom Left: Hey, Pat, neither of 
these teams are the Bills... 


Bottom Right: This is Nightmare 
Creatures. Hanson’s favorite 
game is The Cute Bunny 
Rescue. It figures... 


respond rather intuitively to their 
surrounding more so than in the 
first game. The zombies are also 
a little more resilient and will 
take quite a bit of ammo to take 
down. Weapons? So far, there 
was only a handgun and a shot- 
gun available, but Capcom 
promises many more. 

GOOD SPORTS 

Mike, your sports section kicks ass 
every month. Too bad your Vikings 
can’t do the same. I have some 
questions that you must answer. 

1. When is John Madden Football 
coming to N64? 

2. In your Gameday ‘98 pictures, 
about half of them included the 
Buffalo Bills. Are they your second 
favorite team? 

Pay Ryan 
West Seneca, NY 

M I K £ > > > Thanks for the com- 
ments about the sports section, 
and no thanks for your perceptive 
look into the history of the 
Vikings. By the way, coming from 
New York, you must be a Jets or 
Giants fan. There’s two quality 
football teams (insert heavy 
sarcasm here). 

1. Madden 64 should be out by 
November or, for those of you not 
working on a month and a half 
lead-time, right now!. 

2. No, I don’t like the Bills and I 
have no second favorite team. It’s 
the Vikings or nothing for me 
(which unfortunately results in 
nothing way too often). 


Top Left: Zak Wilkins wanted to 
know about the Sock Hop 
scene in Resident Evil 2. Here it 
is, you weirdo! 


Top Right: Here’s Crash wearing 
pants. Somewhere in Wheeling, 
there’s a guy named Priss 
who’s bummed out about that... 


01 LL>>> You mean to say you 
don’t know the ‘Big Head’ code 
for Real Life, Kurt? Well, it’s real- 
ly simple. First, drink a whole 
bunch of alcohol. Beer, wine, 
booze, whatever. Then steal a car 
and drive really fast and really 
recklessly. When you’re pulled 
over and arrested, punch the 
friendly officer a few times. When 
you’re thrown in jail, tell the 
biggest, meanest prisoner that 
you think he’s a girly sissy boy. 
When you finally come to the 
next morning, you’ll be in full 
blown ‘Big Head’ mode. Enjoy!!! 


CODE MODE 


Recently, I put down my N64 con- 
troller and UGP magazine and ven- 
tured outside. As I walked down the 
street, I noticed that the frame rate 
was nearly perfect! The textures 
and shading meshed perfectly in 
this first person adventure game 
with almost no pop-in. Real Life 
(working title) suffers none of the 
glitching problems of Mario or the 
ever-present ‘fog’ of Turok. 

Graphically, Real Life is nearly 
perfect, though it suffers from a 
lack of enemies and can often 
become tedious. This game is 
apparently more strategy than 
action, as one must work to earn 
money, court a girlfriend and assim- 
ilate into the real-time environment. 

Real Life is not without its 
problems (i.e. gameplay is restrict- 
ed to one view, there is only one 
life, etc.), but with a little tweaking, 
this game could be a real winner. 
Awaiting codes for: free money, A 
automobile upgrade, and a : 

‘big head’ mode, among 
other things. 

Kurt Johnson , %V‘: -y ] 

Areata, CA ; ' 


We usually have a way cool picture 
drawn by one of our readers in 
here, but we didn’t get one this 
month. What’s the deal? Doesn’t 
anyone want 1 5 minutes of fame 
anymore? Has everyone forgotten 
that crayons aren’t just to eat 
anymore? Send us your art! We’ll 
print it and then you can say, with 
the usual mixture of shame and 
regret — ‘Hey, my picture was in 
ULTRA Game Players! Why are you 
all laughing at me? Stop it! Stop it, 
damn you!!!’ Cool, huh? Send in 
your artwork today, care of 
Readers Network/Reader Art 
150 North Hill Drive, 
Brisbane, Ca. 94005 
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RSK THE 
INDUSTRY 


In another attempt to give our 
readers a forum to voice their 
concerns and opinions regard- 
ing the videogame industry, we 
present Fred Oliver’s views 
concerning Sega of America 
and the Sega Saturn. While his 
letter In no way represents our 
views here at UGP, we felt that 
he has the right to be heard. He 
may speak for other Saturn 
owners, as well as himself. Any 
responses to this letter can be 
sent to the usual address, c/o 
Ask the Industry. 

I would like to present this let- 
ter to Sega of America daring 
them to fulfill their old promise 
of ‘taking [us] to the next level.’ 
To Sega of America, I ask 
you on behalf of your cult fol- 
lowing: How are you going to 
satisfy your loyal Saturn user 
base this time around? We 
bought the Master System, the 
Genesis, the Sega CD, and the 
32X. Now we feel that you are 
bailing out on the Saturn. 
Loyalty is a two-way street and 
we bought your next level sys- 
tem only to be sacrificed. 

I blasted the PlayStation 
because i thought they were 
too gimmicky. I laughed at N64 
because It wants to be a color- 
ing book Instead of a serious 
game machine. All of this, only 
to have you tell loyal Sega 
users: ‘Oops, wrong level. Just 
a moment, please step back 
and watch the closing doors.’ 
We, your remaining loyal 
user base, want, need, and 
desire a kickback (Fred’s ‘kick- 
back’ policy was included with 
his letter and sketched out a 
system of rebates and dis- 
counts on new Sega systems 
for those who bought the 
Saturn - Ed.) If you want us to 
spend our hard earned dollars 
on another home console with 
a three year life span. I’m 
calling you out, Sega, because 
if you cannot fulfill your 
promises, there will be a lot of 
people waiting for the 
PlayStation 98-99 release. And 
no one will even be thinking 
about spending $300+ on 
another instance where you 
can say: ‘Oops, we are so sorry. 
Another wrong floor. Please be 
patient and we will get it right 
or file Chapter 11.’ 

-Fred L. Oliver 
Kew Garden, NY 



YUM, YUM! 

Hello Frank, I’ve got your haggis. If 
you want it back, send your entire 
week’s payment of chicken cookies 
or you’ll never see the haggis again! 
No, Sparky... bad dog... give me the 
haggis, Sparky! 

Haggis Captor, 

S. San Francisco, CA 

FRRNK>>> Haggis is clearly 
superior to Chicken Cookies, but 
is unfortunately illegal in the US. 
Seriously, US FDA regulations 
prevent the import of Haggis to 
the US. Anyone who’s really des- 
perate to try this delicious, intes- 
tine-filled treat could try 
Camerons on Venice in Los 
Angeles. They have 'em both 
fresh and frozen. Mmm, boiled 
sheep’s stomach... 


IT’S NOT PRUL 

If I am he, and you are he, and you 
are me, then JUST who the HELL is 
the Walrus? 

Basset 

Garberville, CA 

R 0 G 6 R > > > It’s Bill with a fake 
beard, in some brown flannel 
pajamas, munching on some 
string cheese. Oh yes, Bill loves 
that string cheese. Yum! (Roger, 
see me! - Bill) 

KILLER CRRYDN 

Hey, I need to ask you all something. 
Do you people at the UGP office ever 
get so angry at one another that the 
whole office turns into one great big 
brawl? Where I work, the people 
have really short tempers. It’s like, if 


you say even one little smart 
remark, everyone turns and jumps 
on you. So if any of you can relate, 
I’d love to hear some input. I know 
you people must have some prob- 
lem... especially with Francesca, 
she seems a little witchy. 

Chris Lakoduk 
Ephrata, WA 

FRRNCeSCR>» No, Chris. 
We’re all one big happy family- 
sure, we are. We never fight, 
squabble, or get on each other’s 
nerves whatsoever... yeah, that’s 
it. But, then again, there’s the art 
staff. Now THERE’S a bunch of 
real head cases. It takes us 
truckloads of effort every month 
to break up each and every single 
fistfight, hair-puiiing scuffle, and 
crayon-jabbing riot. We, as the 
editorial staff, would like to think 
of ourselves as much more civi- 
lized than that. (Yeah, right... ) 

DO IT MY WRY! 

Bill, if anyone can solve my prob- 
lem, it’s you. I need to play 
videogames on a full stomach, so 
my Mom makes me a peanut butter 
and jelly sandwich every time I play 
a game, but she makes it with 
peanut butter on top and jelly on 
bottom. Would you please set her 
straight? I would really appreciate it 
a lot. 

Mike Alsop 
Moroni, UT 

G I L L > > > Well, Mike, you’ve 
got two options here. First of all, 



F or some strange reason, 
there seems to be a 
wealth of flight slms and air 
combat games coming out 
this year. Since you all know 
how I love flying games (well, 
most of ‘em... ) and since 
deadline Is about 20 minutes 
away, 1 figured you’d like to 
hear about Aerowlngs 
Assault, a new air combat 
game coming out on the N64, 
and how I was Instrumental 
In developing Its unique com- 
bat camera view (You knew 
this part was coming, so shut 
the hell up!). 

One of the really nice 
modes you can use in 
Aerowlngs Assault is called 


tall building, stuff me 


you've goi 

only way 


the 
Now let me 
and I 


discovered mis excrang, revo- 
lutionary camera perspective! 

It was a hot day. The 
Fourth of July was just 
around the comer and WW 
and I had just concluded 
negotiations for explosives 
with a guy whose back seat 
was literally full of beautifully 
Illegal fireworks (1 don’t know 
what happened that guy, but 
I’m pretty sure he was either 
arrested or blown to hell... )! 

Anyway, Wide Walt had 
just finished work on a small, 
but beautifully detailed, model 
of a Sop with Camel that just 
seemed to sing out Take me 


top of the insurance building 
next to WW’s apartment and 
began stuffing all the fire- 
crackers we could into the 
model plane. When we were 
sure all the fuses were prop- 
erly synched up, we carried 
the model to the edge of the 
building and looked down on 
the playground, five stories 
below. Oh, yeah... 

‘Light her up, Billy!’, 
Wide Walt yelled. I lit a match 
and nervously touched it to 
the bunched up fuses. The 
fuses smoked for about half a 
second and then started spit- 
ting red sparks. ‘Launch that 
sucker!’, I yelled, in my best 
NASA voice. 

WW tossed the plane 
off the side of the building 
and we both leaned over the 


edge to get the best view of 
its fiery demise. The plane 
swiftly dropped towards the 
tarmac below, when suddenly, 
a miracle happened! A really 
bad miracle... 

A gust of wind caught 
the little model, which also 
just happened to be aerody- 
namically perfect, and pushed 
it up in a huge loop which 
ended about, oh, two or three 
feet In front of our horrified 
faces — which is where the 
damn thing exploded... 

To this very day, I 
swear that the little plastic 
pilot that we’d sent to a fiery 
demise had an evil little grin 
on his face, as he and the 
burning wreckage of his 
trusty Camel pelted Wide Walt 
and me with flaming debris. 

So now you see why I 
think the Combat View is 
pretty realistic and also why I 
can’t play Aero Wings Assault 
without whimpering. 


IMP ULTRA gameplai-iBrs 
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Da you havm something ta 
may about a particular 
game company? Say it to 
their face! Write up yaur 
question and mend it to thi 
uaual addreaa, c/d Rak 
The induatry. 


While the Jaded Gamer didn’t incur 
any laating acara in hie dome bruah 
with the burning model, he atill can’t 
watch a firewarka display without 
ac reaming ‘Do plane! De plane!!!’ 
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you could just get yourself a new 
Mom who knows how to make a 
sandwich correctly. Or, if you’ve 
gotten somewhat attached to 
your current Mom, you could just 
play all your games on your 
back! Not only does this solve the 
sandwich problem, but it could 
bring new insights into old 
games you’ve gotten tired of 
playing. Hope this helps! 

IT STINKS! 

I was wondering, Cruisin’ USA 
kicked ass in the arcade, why did it 
suck so bad on the N64? 

Mad Bartender 
Bridgeton, MO 

FRRNK>>> Poor design? 
Crappy programming? Different 
hardware - although Nintendo did 
once claim that the arcade hard- 
ware used to make Cruis’n USA 
hardware would be be similar to 
the final N64 technology. This, as 
it turns out, was completely 
untrue. The two systems have 
nothing in common. The same 
thing was said about Killer 
Instinct. 

CHERP DHTE 

My Mom told me to write this 
because she thinks the prices of all 
the videogame magazines are too 
high — $4.99-6.99. And do you 
think you’re ripping kids off? 

P.S. I don’t think so... well, maybe 
just a little bit. 

Cory Coleman 
Baltimore, MD 

ROGGR>>> There are some 
videogame mags that I do con- 
sider a rip off, but since you’re 


reading ULTRA GP I don’t think 
it’s necessary for me to mention 
those publications by name. The 
good news is that, beginning with 
the December issue, the CD-ROM 
version of UGP will go down a 
dollar to the low, low price of 
$5.99. Same great value, new low 
price! As for your mom, next time 
she brings up the issue of the 
cost of our magazine, ask her if 
she would prefer that you got 
ripped off to the tune of $50 to 
$80 the next time you buy a 
game because of the quality of 
the box art? 

HE’S ON R ROLE 

I have a couple of questions to ask: 

1. When is Saga Frontier coming out 
for Playstation? 

2. Are there any plans for a sequel 
to Wild Arms or Sulkoden? 

3. I’ve heard rumors that Cloud 
Strife and Aerith from FF7 might 
appear in Final Fantasy TacUcs, Is 
this true? 

Thanks for the info and 
please print this, it is 
vital info for us die 
hard RPG fans. 

Jeff Kresse 
Decatur, IL 


FRRNCGSCR>>> Ah, always 
nice to hear from RPG fans, Jeff. 
Here’s your answers. 

1. The only specifics on this 
release is sometime in ‘98. 

2. I’m not sure if there’s anything 
in the works for Wild Arms, but 

I do know that I’ve heard some 
rumors about something cooking 
in Konami’s kitchen regarding 
Suikoden. / hope those rumors 
are true. 

3. Yup, it’s true. Both Cloud and 
Aeris make cameos in FFTactics 
as somewhat ‘secret’ characters. 
So, any of you FF7 fans who 
want to see Aeris put back into 
action, you’ll want to check it out 
for yourselves. 


fop Left: In this picture from 
Cruisin’ USA, there’s a bartender 
driving a Betty Ford... Ouch! 


Top Right: Hey Jeff Kresse, here’s a 
picture of Aerith, now will you stop 
buggin’ us? 


Center In a rare shot taken at the 
UGP offices, Debbie and Erik 
Crayon have evidently ambushed 
Lisa Crayon, and they’re all talking 
really funny... 


Bottom Left Funny, but we always 
thought Wild Arms was about 
babes in bikinis with Uzis... 


Bottom Rit Frank would trade 
all his Chicken Cookies for just one 
bladder of haggis! 


- SACRE ^ 
I BLEU! ' 
I BRAID 
yOUR HAIR 
WITH 

, DISDAIN! i 
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Send in your ideas to Game 
ideas, c/o ULTRA Came Players, 
150 North Hill Drive, Brisbane, 
CA. 94005. 


CLUCK OFF 


I have the perfect game, it's 
called Chickens On The Run, All 
you have to do is chase chick- 
ens all day, like in a bad Jacki 
Chan flick. If you catch 100 
chickens, you win and face a 
chicken boss who turns out to 
be your grandfather. ‘Why have 
you betrayed me, grandfather?’, 
you scream, as he does his 
chicken kung fu kick on you. 
‘Because I am chicken myself!!!’ 
William Brandt 
via E-mail 

f' . ff^To be honest, William, the 
only reason I put your game 
idea in here is because I like 
chicken, i like it fried, baked, 
stir fried, barbecued or cold. 
Since I had gone to lunch at KFC 
only hours earlier, your game 
Idea and a big, greasy, stinky 
belch came up at the same 
time! Coincidence? I think not! 


5 


My game idea is called 
AAAAAAAHHHHHHH!!! All you do 
mainly is scream! Cool, isn’t It? 
Dominic Bianchi 
via E-mall 


WOW, DOMINIC, THIS IS 
GREAT! WAAAAHHHH! COME ON, 
EVERYONE! LETS ALL PLAY 
DOMINIC’S GREAT NEW GAME! 
EEEYYYYYYAAARRRGGGHHH! HEY 
DOM, YOU ARE BRAIN DEAD, 
AREN’T YOU? WOOOOHOOOOOHI! 
We thought so... cough... 




My game would be called Edgar 
Allen Foe . You travel back in 
time with a pitbull and a year's 
supply of lalapehos. You find all 
the great poets, authors, and 
playwrights. Then you pop a 
jalapeno into your canine com- 
panion and let him go postal on 
all those freaks you gotta leam 
about in ninth grade English. 
Take that, Shakespeare! Eat 
lead, Longfellow! Eat mine, 
Melville! Oh, the possibilities... 
Bill Kuehnle 
Maspeth, NY 


Well, Bill, it looks like 
you’ve got the big winner idea 
of the month here, and not just 
because we have the same first 
name (really... )! By the way, 
what end of pitbull do you pop 
that jalapeno into? 


SRY CHEESE! 

Hey Mike, I’d like to say that the 
Vikings suck! The Packers are going 
all the way again this year! Woohoo! 
By the way, how does it feel to love 
a team whose starting QB wouldn’t 
even make a second string with the 
champs? Oh yeah, about beating up 
the rest of the NFL with your 
beloved Vikes in Gameday ‘ 98, the 
Packers kicked your ass in 
Gameday ‘97 and they’ll do it again 
this time around. I’ll look for you 
from the top of the mountain, but I 
don’t think I can see that far. 

P.S. Bring on the polygonal cheese- 
heads! 

Paul Kroenke 
Riverside, IL 

M I K 6 > > > Another misguided , 
misplaced Packer fan. Shouldn’t 
you be cheering (or should I say 
jeering) Chicago’s very own 
Bears? As for your Packers being 
better than my beloved Vikings, 


the numbers don’t He. in the last 
four years, we’ve beaten the 
Packers five out of eight times, 
including four in a row in the 
Metrodome. Also, my Vikings are 
a game up on the cheeseboys in 
the standings and looking to win 
the NFC Central and the Super 
Bowl. You heard it here first, the 
Vikes WILL win it all. 

NO BRRINER 

I am extremely offended at the way 
Capcom portrays zombies. I happen 
to be a zombie. To you, we are 
mindless freaks who have nothing 
better to do than eat people. In 
actuality, we came out of hiding to 
talk peace, but all we can say is 
‘Ohhh’ before you put a bullet in our 
heads! We demand a stop to this! 
Well, I have to go now. Chris is 
shooting my friend. Let me see if I 
can ask them to keep it quiet... 
James ‘Zombie’ Crockett 
Zombieland 


8 1 L L > > > You know, James, 
you’re right! It’s a shame that our 
undead brothers are treated so 
shabbily by the breathing part of 
our population. Zombies have 
rights, too, damn it! Let’s all stop 
boarding up our houses, put 
down our shotguns and torches 
and join the March for Zombie 
Rights! By the way, James asks if 
all us breathers could shave our 
heads before we start marching. 
Something about hairy teeth... 

CO POSTRL! 

I’m really mad! How come that spi- 
der in your last issue gets an issue 
each day? I only get one each 
month, and since when has a spider 
had a mailbox? Anyhow, would you 
guys ask Sony if they will release 
Shadowrun for the Playstation? Can 
you buy vehicles in FF7? If this let- 
ter doesn’t get printed, I’ll send 
Sootie the Street Samurai to rough 
ya up! 

Shadowboy 
Asheville, NC 

FRANK>>> It doesn’t have a 
mailbox, it has a huge web that it 
uses to trap postal workers. 

That’s the real reason they’re 
always mad. No word on 
Shadowrun for the PS, but don’t 
necessarily rule it out. After all, 
Ogre Battle is on the PlayStation 
now, so that sheds a little hope 
on your situation. And no, you 
can’t buy any vehicles in FF7. 

THE FRN 

I have a few questions to ask 
you guys. 

1 . Will PGA Tour 98 by EA Sports 



THE FRN SITE OF THE MONTH 


http : //members . aol . com/ofiKtowN5io/f Lnalf antasy7/lndex . html 


With the teary-eyed clos- 
ing of Ike Sato’s leg- 
endary FFVII homepage on 
the Dragonfire server, 
we’ve been hardpressed 
to find another site with 
as much flair and insight 
into the Squaresoft game. 
Oaktown’s Final Fantasy 
VII Fortress looks like it 


may be a good contender 
in the upcoming months. 
With sharp, clean design 
to his pages and a fully 
animated movie of the 
FFVII television commer- 
cial, this page definitely is 
an eye-catching piece of 
pure graphic candy. 

Sparse in graphics, 


but nicely packed with 
info on the game, the site 
allows you to link up to 
FAQs on the game as well 
as post game-related 
questions on a bulletin 
board and leam more 
about FFVII’s characters 
and storyline. 


1 This site offers some good- 
ies on the sequel to FFVII. 

2 Oaktown includes some 
comprehensive character bios 
and great pics. 

3 It’s even got stuff on the 
bad guys! 

4 Link up to message boards 
and post inquiries and ques- 
tions about the game. 



IMS ULTRA cjam&plaLj&n 


http: //www. ultragp.com 







/AND 

THE 

BUM 


have Tiger Woods? 

2. Why doesn’t Triple Play 98 (also 
by EA Sports) have Dion Sanders on 
the Reds? It does, however, have 
Frank Thomas and Ken Griffey Jr. 
even though they have contracts for 
their own games. 

3. Will EA Sports ever make a sports 
game for the N64 (NBA Live, 
Tripleplay or Madden)? If so when? 

4. In the future will there ever be a 
memory card, etc. for the 
PlayStation for updated rosters on 
sports games? 

Justin Freibrun 
Saugus, CA 

M I K 6 > > > 1. No, it doesn’t, but 
rumor has it that EA is close to 
signing a deal with Tiger for a 
different game. 

2. Because at the time the game 
was finished, Deion hadn’t decid- 
ed to play baseball again. He’ll 
certainly be in next year’s game. 

3. Yes, Madden 64 is out right 
now and NBA Live, Triple Play, 
etc. are on the way. 

4. No. It doesn’t make sense for 
game developers to spend the 
time updating rosters when they 
can make a whole new version 
of the game and sell it for 
much more. 

BIRTH CONTROL 

Dear Bill, I wrote to ask you if you 
print handwritten letters. I hope you 
don’t require that people type their 
letters, because I’m too busy buying 
PlayStation, Saturn, and N64 games 
to buy a nasty old typewriter. 

(Maybe you could send me a free 
one?). I liked The Jaded Gamer 
about games based on Home 


Movies. It was hysterical. Keep up 
the good work. 

PS. If my ex was the only Green Man 
and I was Allred, what color would 
our babies be if we decide to have 
some (God forbid!)? 

Cheryl ‘Wingnut’ Allred, 

Way Out There 

8 1 L L > > > Why, sure, Cheryl, 

I’ll print and even read a hand 
written letter. Heck, I’ve even had 
to read a few of those letters 
made by cutting individual letters 
out of magazines! But let’s 
answer your question. For those 
of you not ‘in the know’, the 
Green Man is a kind of Celtic 
omen of evil, a bringer of bad 
news, a very powerful, malevo- 
lent earth spirit, while a wingnut 
is a fastener with two blades to 
facilitate use. These are the facts. 
If it is also a fact that these two 
folks are planning on having chil- 
dren, I think it’s safe to say that 
we now know where all those 
Willie Nelson fans are coming 
from. Hey, Cheryl, can you 
say ‘trailer park’? 

NO LIFE 

I've devised a 
special playing 


system for FFVII: 

Make no contact with other life 
forms. If there is NO ISOLATION 
AREA, refer to this method: 

1. Move the television and 
PlayStation into the bathroom. 

2. Move the refrigerator in the 
bathroom, also. 

3. Sit on the, uh... seat (lift up your 
legs or they get numb). 

Using this method, you can relieve 
all bodily functions easily, except 
sleep, but who needs that? 

Pat Connors 
Eagle River, Wl 

8 1 L L > > > Wow, Pat, that’s one 
sure fire system! And don’t 
worry! Anyone dumb enough to 
come up with this idea won’t be 
allowed to reproduce anyway! 


SURFED RNY 
COOD WEBSITES 
LRTELY? 

Drop urn an B-mail with the 
URL. If we feel that it goes 
above and beyond the call of 
duty , we’ll feature the page in a 
future issue! 

CRME IDEHS... 

That's right , gang , the Came Ideas 
column is back! We’re still trying to fig- 
ure out what we can give to the winners , 
though. Hey, how about a nice B X 10 glossy 
autographed picture of Bill? Rnd second 
prise could be two of the damn things... 


http: //uaaM.u! -tragp.com 


Hey Justin, there’s no 
Neon Deion here in Triple Play 
‘98. Sorry about that... 


Spiders get this spe- 
cial webbed issue. It doesn’t 
have a CD, but it conies with 
plenty of free flies! 


Zombies have rights, too, 
like the right to eat everyone who 
can’t run fast... 


Bottom Lt Mike Salmon was a 
stand in for the footballs used in 
Madden 64! 


Bottom Ri Hey gang! Now you 
can play FF7 sitting on the John! 
We can’t wait to try it!!! 
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O ou know, it’s months like this 
that make being a games jour- 
nalist tough. Sure, the fame, 
notoriety, and endless string of 
women are nice, but when I have 
to sit down and rate four very good hockey 
games, it is anything but easy. The most 
competitive sport in the videogame field is 
hockey, and this year there are four games 
all worthy in their own right. In the follow- 
ing pages, I will try and let you know 
which games I deem to be the best. Again, 
personal preferences are important in 
deciding which game you should buy, so 
please read the reviews to determine what 
type of hockey game best suits your needs. 

As if that wasn’t trouble enough, I 
had to figure out which N64 gridiron game 
is king (although neither can match 
Gameday). I also got a chance to see the 
next wave of hoops games, and I’m telling 
you that this batch is much improved from 
last year and I’m getting very excited. 

Enjoy these seven packed pages of sport- 
ing goodness and remember, I’ll be back 
next month with a look at all the year’s 
games and systems, in what has to be 
considered the ultimate sports game 
buyer’s guide, or something. 
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The crisp hi-res graphics are 
even clearer than last year. 


riSalmon@gameplayers. com 



^ ne of the most improved sports franchises of the year was 
In The Zone 2 , which built on the original and added 
■ superior looks, play mechanics, and features. However, 
J it was still far from perfect, lacking any sort of one- 
^ player game. This year, the Japanese developers hope to 
continue the improvement and make one of the best hoops 
games ever. 

At the Tokyo Game Show, UGP correspondents got a chance 
to sit down with the creators of the game and ask them what can 
be expected of ITZ ‘98. According to the games producer, ‘In The j 
Zone ‘98 is going to focus much more on realism and stats, as 
well as improving the gameplay from last year’. From what I’ve 
seen so far, everything appears to be in place. The astounding 
graphics of last year’s game have gotten even better, 
with more detail in each individual player. Another 
key addition is that each player is going to 
more accurately reflect their real life coun- 
terpart, whether it be the type of shots 
taken or the types of dunks thrown 
down. The developers also com- 
mented that they are instituting 
new offensive and defensive Al, 
which will make the game play 
more like real basketball. 

I’ve yet to play the 
game, but ITZ ‘98 could very 
well maintain its place on top 
of the hoops world. However, 
there are some challengers that 
could be ready to step up. 


In The 
NE4! 


A completely different 
team of developers is 
working on the N64 ver- 
sion of ITZ and, while the 
graphics are looking 
sharp, there is some con- 
cern over the depth of the 
game. The developers aren’t 
focusing on stats or simula- 
tion, instead they are trying to 
make an arcade style basket- 
ball game. It’s still too early to 
tell, but any b-ball on the N64 is 
better than none. 



All the real NBA players don the proper uni- 
forms and are your minions in the ultimate battle. 


More focus on defense means plenty of 
chances to pack some shots. 


The blurry N64 graphics don’t compare 
favorably with the much sharper 
PlayStation game, but the N64 game is 
farther from being done. 
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This year. Live looks to get a life 
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he series that was once the best 
basketball game on the market 
has spent the last couple of 
years trying find itself. The same 
slippery control, porous Al, and 
inexplicable shoves that were acceptable on 
the Genesis, just haven’t cut it on the 
PlayStation. To that end, the developers at EA 


with advances in gameplay. 

The most notable change in Live ‘98 is that 
the control is going back into the players’ 
hands. Instead of merely watching players 
perform fancy passes and dunks, gamers are 
now allowed to make the moves themselves. 
There are still remnants of earlier Live’s in the 


version I’ve been playing, 
but already the game is 
much better than ‘97. 

The key is that the game 
has regained the speed it 
lost last year and taken 
away some of the 
slippery control. 

It’s still way too early to 
make any forecasts about 
this wave of basketball 
games, but Live, Shoot Out, 
and In The Zone are all vastly 
improved, which is nothing but 
good to us. 



New to Live this year are the player faces, 
but some of them are very disturbing. 



1 Creating players can be quite 
hysterical with the crazy combina- 
tions, it’s kind of like a virtual Mr. 

Potato Head. 2 The dunks and ani- 
mations have improved 
dramatically. 3 For some weird 
reason, these guys keep bouncing 
the ball on the floor. 



Most ambitious b-ball game of the year? O O 
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or the last couple of years, Shoot 
Out has been developed in 
England (oh, there’s a country 
that knows its hoops), but finally 
the basketball fanatics in San Diego 
are getting a shot at making ‘98. What this 
j means to gamers is an entirely new game 
>. engine that should be far superior than any- 
J thing this series has seen. 

Last year, the San Diego team had more 
input in the game and the result was a very 
solid basketball game. Now, with a full year to 
create their own game, I expect much, much 
more. Key new features are: a momentum 
meter, which simulates the ups and downs of 


an NBA game, and Total 
Control, which allows the 
gamers the chance to really 
get control of the game. In 
talking with the developers, 

I agree with all the plans 
they are making. The idea is 
to have a great playing bas- 
ketball game that is simple 
to control like all the others, 
then have another layer of 
depth for advanced gamers to 
really sink their teeth into. 

Next month, I’ll have the full inside scoop 
on Shoot Out ‘98. 


The new graphics in Shoot Out are similar to 
last year’s, but the key difference is going to 
be how they move. 


1 This year, everybody oesn’t 
play like Latrell Sprewell. 

2 This shot of Juwan Howard is 
amazingly real. 3 Seeing how the 
new Total Control system is 
implemented is going to be key 
for Shoot Out 
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he original Addidas Power Soccer 
featured some of the most 
insane gameplay and arcade 
style action available. Now the 
sequel is coming out and it not only 
doubles the insane action, it also has added 
loads of extras. 

One key addition is a complete players’ 
license for all the national teams as well as 
201 top soccer teams in the world, again with 
all the real players. You can play through a 
season in the English, German, French, 

Brazilian, or Japanese leagues. Other new fea- 
tures are 80% more animations, chain 
combos, and a much more precise control. 

The game can be played one of two ways, as a 


straight soccer sim, or 
as a kick the opponent in 
the back of the head arcade 
affair. Obviously, more time 
and effort has been placed 
on the arcade elements of 
the game, but having the 
full players’ license does 
help with the sim value. 

My early thoughts on 
Addidas Power Soccer 2, 
are that it’s a good, fun two- 
player game that doesn’t have 
enough simulation features 
for the soccer purist, but these chain combos 
could very well be the future of soccer games. 



New polygonal graphics feature home and 
away kits of all the top teams, including my 
personal fave — Liverpool. 


1 Different camera angles allow 
you to get In close or to get a bet- 
ter view of the field. 2 The violent 
nature of the game makes for an 
interesting two-player game. 

3 A stunning intro movie sets the 
pace for the game. 
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inding a good golf game on the 
console is about as hard as find 
ing my tee shot. This wasn’t 
always the case (you see, I 
developed a bit of a slice 
recently), in fact, on the Genesis, 

PGA Golf was a fast-paced enjoyable game. 
However, PGA ‘96 and ‘97 were slow as 
molasses and absolutely no fun to play. 

While PGA ‘98 doesn’t do anything to 
advance the way golf games are played, it 
does do a good job of returning some speed 
and fun to a dying series. The load times have 
been cut in half, meaning it doesn’t take a 


addition is having five real courses to play, 
including Pebble Beach and Bay Hill. This, 
along with the ability to play as one of 1 4 
real pros, adds to the feeling of being on the 
PGA Tour. The graphics are still under- 
whelming, but better ball physics and more 
forgiving control make PGA ‘SSthe best 
console golf game of the year. But those 
who really enjoy golf games should get a PC 
and a copy of Links LS. 

For the time being, PGA ‘98 is the best golf 
available on the Playstation. 


whole weekend to play 18 holes. Another key 


1 All 14 pro golfers have their own swings in 
the game. 2 The easy to use swing interface 
has returned and is easier to master this time. 
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Is the NFL license enough? 
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ell, I have been shamelessly hyp 
ing QBC 64 since the first day I 
saw the game, and no one was 
more disappointed than me 
when I started reviewing the 
game. Who can blame me? I wanted 
to play the perfect football game, yet when 
playing the game, I realized there were still 
things missing. 

My main complaint with QBC 64 is the 


speed of play and the detached feeling of the 
game. The frame-rate is solid, but the players 
move at a very slow pace and some of the 
animation just isn’t right. Once I got used to 
the slower play, I realized that the game has 


some good Al and play, but I could never 
get used to the slow pace. Another problem 
is that the play seems to turn out very simi- 
lar whether you control the players or not. 
This is mostly the case on defense, where 
the Al seems to do too much of the work 
and the player isn’t allowed to make a sig- 
nificant impact. 

Neither of the N64 football games 
lived up to my heightened expectations, but 
considering this is a first pass on the system, 
they didn’t turn out too bad. 


1 QBC 64 takes the best screen-shots of any 
game available. 2 QBC Is the only N64 game 
with real teams, logos, and team colors. 
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Same game, different package 
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ssentially, Madden 64 is the same counterpart. Number one is obvious, 
exact game as Madden ‘98, with Without an NFL license, you have to play as 
the exception that the players a team that doesn’t even have the right col- 
are polygons. However, without ors. Number two is the horrendous 


the NFL license, there are no 
logos or real jerseys. And more 
importantly, the 3D space is not properly 
used. Madden 64 plays and feels just like a 
sprite game. To some that may be considered 


slippery, fast-paced Madden gameplay. 
However, a more precise game like Gameday 
‘98 should be the ultimate goal. 

There are two reasons why I don’t think 
Madden 64 is even as good as its PlayStation 


combination of the traditional slippery con- 
trol and the slippery analog stick, which 
results in a game that can be frustrating. 
Even with these problems, Madden 64 
is the better of the two N64 games, simply 
because of the speed. However, some play- 
ers may actually prefer QBC because of the 
tighter control. The choice is up to you. 


1 The yellow helmets on the Vikings brought 
tears to my eyes. 2 The player models look 
more like football players than those in QBC. 
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Better than last year just isn’t enough 
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all the sports genres, football 
could be the toughest one for a 
new game to crack. After all, the 
excellence of Gameday ‘98 is 
anything but easy to overtake. 

I /Ft Football is certainly no match 
for the amazing graphics, speed, or control in 
Gameday ‘98, but it does do some things that 
no other football game does. 

The biggest selling point in VR Football 
is the play-editor, which allows arm-chair 
quarterbacks a chance to design and run their 
own plays. For this feature alone, I will con- 
tinue to play around with VR Football, just to 


Viking offensive coordinator. However, once 
on the field, VR Football can’t compare with 
Madden or Gameday. The sprite-based play- 
ers and polygonal stadiums aren’t up to par 
with any of the competition. The speed of 
play doesn’t compare favorably, either. It’s 
not that VR Football is a bad playing game, 
it’s just not quite up to par with the big boys. 

The play-editor is a feature I wish every 
game had, but for next year, VR Football 
needs to catch up in the gameplay and graph- 
ics department to have a chance. 


prepare myself for a tenure as the Minnesota 


1 Designing plays is a real joy... 2 ...but putting 
them in action against the hapless Saints is 
where the real fun begins. 
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hile Breakaway ‘98 isn’t the best 
hockey game out this year, it 
must be said that Acclaim and 
Sculptured have definitely 
made an impact with their first- 
ever hockey game. 

Going up against established series like 
NHL, NHL Face Off, and Powerplay is a daunt- 
ing task indeed. These companies have been 


Breakaway ‘98 is in its first incarnation. The 
graphics are gorgeous, with texture-mapped 
polygonal players and stunning animation, but 
the competition is just a little sharper. The 
play is fast, frenzied, and frantic, but the com- 


petition has a slightly better pace. In fact, 
the speed of Breakaway is actually a prob- 
lem because everything happens so fast 
you’re often left wondering ‘Did I just score? 
And how did I score?’ The momentum- 
based checking is a thrilling new feature, 
and the seasonal points are a splendid idea 
to keep season play fresh, yet still it wasn’t 
quite enough. 

Overall, Breakaway ‘98 is a very good 
hockey game, but with the crowded field of 
competition, it doesn’t quite make the cut. 

1 Wild momentum-based checks are liable to 
leave teeth on the ice. 2 Names, numbers, and 
uniforms on all the players look great. 
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ou know, in all four major sports, Sony 
and EA go head-to-head to see 
which one can produce the best 
game. Last year, I gave Face Off a 
slight edge over NHL due to better 
and faster gameplay. However, all that 
changed when EA decided to let EA Canada 
work on the PlayStation version of NHL ‘98. Last 
year, the PC version wowed the industry and 
consumers with a top-notch look and play. Now 
the PlayStation version has finally sur- 
passed the competition. 

The graphics and presenta 
tion in NHL ‘98 are easily 
superior to any other game 
available, but the most 
important element is the 
return of the gameplay. 

For the last couple of 
years, the series has 
been slowed down 
or just plain not 
released, but this 
year NHL is exactly 
what I expected. 

It’s got easy to con- 
trol intuitive gameplay 
that just feels right. 

Vital to any hockey game is 
controlling the shot on net, 
and until NHL '98, there hasn’t 


The goalies are tougher than ever, but 
that old one-on-one deke is still the 
best way to beat ‘em. 


The players faces 
look great, it’s 
just too bad 
they are all the 
same face. 


1-2 The one-timer is finally back in its pure form, with ultimate control and speed. 
3-4 The checks are vicious, albeit a bit too frequent 


been a 32-bit 
hockey game that 
has come close to 
doing it right. When you 
square up for a slap-shot on goal in NHL ‘98, 
you can really tell where you’re 
shooting the puck. There are still 
flaws in the gameplay, like the 
frequency of checks, but this is a 
problem with all of the current 
hockey games. 

What elevates NHL ‘98 
to the next level is the way the 
game is presented. Whenever 
there is a short break in the 
action, dramatic camera angles 
and timely stats give the player 
a feeling that they are really 
playing in a big game. Key to the 
whole picture are the amazing 
sound effects that really 
immerse the player into the 
game. Picking a winner in 
hockey was not an easy choice 
this year, but in the end, the 
game I wanted to play at home 
was NHL ‘98. 
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VIDEO GAMES: PLAYSTATION 

Title 

Release 

Price 

Title 

Release 

Price 

Title 

Release 

Price 

Title 

Release 

Price 

4x4 Gears & Guts 

NOW 

$51 

Dynasty Warriors 

NOW 

$46 

Madden FB 98 

NOW 

$44 

Rage Racer 

NOW 

$46 

Ace Combat 2 

NOW 

$46 

Earthworm Jim 3 

02/98 

$52 

Magic the Gathring 

NOW 

$46 

Rampge Wrld Tour 

NOW 

$46 

Andretti Racing '97 

NOW 

$38 

Excalibur 2055 AD 

NOW 

$48 

Master of Monster 

02/98 

$49 

Ray Storm 

NOW 

$46 

Aqua Prophecy 

02/98 

$49 

FIFA Soccer 98 

NOW 

$46 

Masters Tera Kasi 

NOW 

$49 

RayMan 2 

NOW 

$52 

Athanor 

01/98 

$46 

Felony 1179 

NOW 

$44 

Mechwarrior 2 

NOW 

$39 

Reel Fishing 

NOW 

S52 

Beyond the Beyond 

NOW 

$39 

Final Fantasy Tact 

01/98 

$56 

Metal Gear Solid 

NOW 

$46 

Resident Evil 2 

01/98 

$52 

Bravo Air Flight 

NOW 

$46 

Freak' n Fast 

NOW 

$46 

Monster Rancher 

NOW 

$44 

Resident Evil: DC 

NOW 

$39 

Bugrider's 

11/97 

$46 

Frogger 

11/97 

$50 

Monstrous City 

NOW 

$49 

Respect Inc 

03/98 

$49 

Bushido Blade 

NOW 

$42 

GEX2 

01/98 

$46 

Moon 

02/98 

$49 

Saga Frontier 

01/98 

$54 

C & C Red Alert 

11/97 

$46 

Game Shark 

NOW 

$46 

Mortal Kombat 4 

03/98 

$62 

Soviet Strike 

NOW 

$38 

CART Wrld Series 

NOW 

$42 

Grand Theft Auto 

NOW 

$51 

NASCAR 98 

NOW 

$46 

Soul Blade 

NOW 

$45 

Caesar's Palace 

NOW 

$46 

Grand Tour '98 

NOW 

$46 

NBA Fastbreak 

11/97 

$44 

Speed Freak 

NOW 

$49 

Cardinal Syn 

01/98 

$44 

Here’s Adventures 

NOW 

$40 

NBA Jam '98 

01/98 

$49 

Suikoden 

NOW 

$46 

Castlevania 

NOW 

$48 

Jet Moto 2 

11/97 

$44 

NBA Shoot Out 98 

12/97 

$42 

Suikoden 2 

11/97 

$46 

Clayfighter 3 

12/97 

$46 

Joust Epic 

NOW 

$49 

NCAA Football '98 

NOW 

$44 

Swagman 

NOW 

$50 

Clock Tower 

NOW 

$44 

Kings Field 2 

NOW 

$36 

NFL Game Day'98 

NOW 

$39 

Syndicate Wars 

NOW 

$44 

Contra 

NOW 

$46 

Klonoa 

02/98 

S46 

NFL QB Club 98 

11/97 

$46 

Tactics Ogre 

12/97 

$46 

Cool Boarders 2 

11/97 

$42 

Kowloon's Gate 

NOW 

$49 

NHL Breakaway'98 

NOW 

$44 

Tale of the Sun 

NOW 

$46 

Courier Crisis 

11/97 

S46 

Legacy of Kain 

NOW 

$49 

NHL Face Off '98 

NOW 

$42 

Tecmo Deceptn 2 

11/97 

$48 

Crash Bandicoot 2 

11/97 

S44 

Legion 

11/97 

$48 

NHL Powerplay '98 

NOW 

$44 

Ten Pin Alley 

NOW 

$44 

Criticom 2 

NOW 

$52 

Lemmings 3D 

NOW 

$36 

Nanotek Warrior 

NOW 

$44 

The Glove 

NOW 

$68 

Croc 

NOW 

$49 

Loaded 

NOW 

$49 

Need for Speed 2 

NOW 

$44 

Tomb Raider 

NOW 

$48 

Dare Devil Drby 2 

NOW 

$44 

Lost Vikings 2 

NOW 

$44 

Nightmre Creature 

NOW 

$46 

Triple Play 98 

NOW 

$46 

Death Trap Dungn 

11/97 

$46 

Lost World 

NOW 

$44 

Odd World 

NOW 

$44 

VMX Racing 

NOW 

$46 

Diablo 

11/97 

$54 

MDK 

11/97 

$46 

Ogre Battle 

NOW 

S50 

Vandal Hearts 

NOW 

$46 

Disc World 2 

NOW 

$46 

MK Mythologies 

NOW 

$46 

PGA Tour '98 

NOW 

$46 

WWF Arcade 

NOW 

$49 

Double Header 

NOW 

$46 

MLB Pen Race 98 

NOW 

$36 

Pamdemonium 2 

NOW 

$45 

Wild Arms 

NOW 

$44 

Dungeon Keeper 

11/97 

$46 

Mace: Dark Age 

NOW 

$46 

Pitfall 

03/98 

$49 

Xevious 3D 

NOW 

$44 


VIDEO GAMES: SATURN 


Albert Odyssey 

NOW 

$52 

Dark Legend 

NOW 

$39 

Iron Storm 

NOW 

$52 

Quake 

11/97 

$44 

Andretti Racing 97 

NOW 

$46 

Darklight Conflict 

NOW 

$44 

Lost Vikings 2 

NOW 

$46 

Racers Megamix 

02/98 

$49 

Batman and Robin 

11/97 

S44 

Darkstalkers 3 

11/97 

$49 

Lost World 

NOW 

$44 

Rally 

NOW 

$36 

Battle Monsters 

NOW 

$34 

Dawn of Darkness 

NOW 

$46 

Lunacy 

NOW 

$49 

RayMan 2 

NOW 

$54 

Bomberman 

NOW 

$52 

Dead or Alive 

NOW 

$46 

Lunar Director Cut 

12/97 

$46 

Resident Evil 

NOW 

$44 

Casper 

NOW 

$46 

Diablo 

11/97 

$54 

Madden FB 98 

NOW 

$46 

Return of the Apes 

NOW 

$50 

Colliderz 

NOW 

$52 

Dream Knight 

11/97 

$50 

Madden Ftball '97 

NOW 

$46 

Sega Ages 

NOW 

$40 

Courier Crisis 

11/97 

$46 

Duke Nukem 3D 

NOW 

$44 

Manx T.T. 

NOW 

$46 

Sentinel Returns 

03/98 

$49 

Criticom 2 

NOW 

$52 

Enemy Zero 

11/97 

$49 

Mass Destruction 

NOW 

$51 

Shining Holy Ark 

NOW 

$46 

Croc 

NOW 

$49 

FIFA Soccer 98 

NOW 

$46 

Mortal Kombat 4 

03/98 

$62 

Sonic R 

11/97 

$52 

Crow:City of Angls 

NOW 

$46 

Fighters Megamix 

NOW 

$52 

NBA Action '98 

NOW 

$49 

Ten Pin Alley 

NOW 

$44 

Crusader 

NOW 

$46 

Free Runner 

11/97 

$52 

NBA Live '98 

11/97 

$46 

VMX Racing 

NOW 

$46 

Crypt Killer 

NOW 

$42 

Here's Adventures 

NOW 

$42 

NHL Breakawy '98 

NOW 

$44 

Virtua Racing 

NOW 

$29 

Cyberbots 

NOW 

$52 

Hexen 

NOW 

$49 

Nascar 98 

NOW 

$46 

Wrldwde Soccr'98 

11/97 

$44 

VIDEO GAMES: SNES 
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Atari Collection 1 

NOW 

$49 

NHL Hockey '98 

11/97 

$52 

Demolition Man 

NOW 

$19 

Madden '98 

NOW 

$52 

Donky Kng Cntry 3 

NOW 

$64 

Revolution X 

NOW 

$19 

Dolphin 

NOW 

$19 

Mutant Chronicles 

NOW 

$42 

Harvest Moon 

NOW 

$56 

Secret of Mana 

NOW 

$62 

ESPN Hockey 

NOW 

$29 

NBA Hang Time 

NOW 

$49 

Killer Instinct 

NOW 

$19 

Super Mario 

NOW 

$59 

FIFA Soccer '97 

NOW 

$52 

NBA Live '98 

10/98 

$52 

Lost Vikings 2 

NOW 

$44 

Super Mario Kart 

NOW 

$34 

Head-On Soccer 

NOW 

$34 

NHL Hockey '98 

NOW 

$52 

Madden '98 

08/98 

$52 

Toy Story 

NOW 

$49 

Lethal Enforcers 2 

NOW 

$14 

Tecmo Spr Bowl 3 

NOW 

$29 

Mortal Kombat 3 

NOW 

$59 

Ultimate MK 3 

NOW 

$49 

Lost World 

NOW 

$44 

Ultimate MK 3 

NOW 

$49 

NBA Live '98 

NOW 

$52 

WeaponLord 

NOW 

$19 

Lunar 

NOW 

$34 

Vectorman 2 

NOW 

$49 

NHL '97 

NOW 

$39 

Zelda 3 

NOW 

$34 

Lunar 2 

NOW 

$49 

World Series 98 

NOW 

$46 

VIDEO GAMES: NINTENDO 

64 

1 

VIDEO GAME HINT BOOKS 

■ 

Bomberman 64 

12/97 

$69 

Lost World 

12/97 

$76 

Albert Odyssey 

NOW 

$7 

Hexen 64 

NOW 

$12 

Clayfighter 3 

NOW 

$69 

MK Mythologies 

11/97 

$79 

Breath Fire 3 

01/98 

$11 

Legend of Zelda 64 

04/98 

$13 

Conker’s Quest 

11/97 

$69 

NFL QB Club '98 

NOW 

$75 

Castlevania Surv Gde 

NOW 

$12 

MK Mythologies 

NOW 

$10 

Dark Rift 

NOW 

$72 

Star Fox 64 

NOW 

$69 

Croc 

NOW 

$12 

Nightmare Creatures 

NOW 

$12 

F-Zero 64 

02/98 

$76 

Super Mario 64 

NOW 

$66 

Dynasty Warriors 

NOW 

$12 

Nuclear Strike 

NOW 

$12 

FIFA Soccer '98 

11/97 

S65 

Mario Kart 64 

NOW 

$59 

Extreme G 

NOW 

$12 

Ogre Battle 

NOW 

$12 

Golden Eye 007 

NOW 

$72 

Tetrisphere 

NOW 

$69 

Fighting Force 

NOW 

$12 

Star Fox 64 

NOW 

$10 

Joust Epic 

11/97 

$76 

Wave Race 

NOW 

$72 

Final Fantasy VII 

NOW 

$14 

Vandal Hearts 

NOW 

$12 

Legend of Zelda 

03/98 

$79 

Yoshi's Island 64 

02/98 

$69 

Golden Eye 

NOW 

$11 

Wild Arms 

NOW 

$14 


BOARD GAMES 


COMPUTER GAMES 


Axis & Allies NOW S35 

Age 01 Renaissance NOW $42 


Battletech 
Car Wars Deluxe 
Die Hanse 
Empire Builder 
Go 

Grand Prix 


NOW $19 
NOW $21 
NOW $55 
NOW $25 
NOW $22 
NOW $19 


Knightmare Chess 
Lionheart 
Lunch Money 
Magic Realm 
Rats 

Samurai Swords 
Settlers of Catan 
Space Chess 3D 


NOW $13 
NOW $35 
NOW $15 
NOW $23 
NOW $24 
NOW $35 
NOW $30 
NOW $35 


Daikatana 03/98 $49 

Dark Frees Jedi Knght NOW $53 
Dark Vengeance 03/98 $45 


Baldure's Gate 

Battlespire 

Diablo 


11/97 $48 
NOW $49 
NOW $37 


Hexen 2 
Quake 2 
SpecOps 
Tomb Raider 2 
Unreal 


NOW $52 
11/97 $52 
11/97 $48 
11/97 $49 
11/97 $48 


Eldr Scrlls Mrrowind 02/98 $54 
Fallout NOW $48 

Lands Lore Grdns Dst NOW $48 


Ultima Online 
X-Wng V Tie Fghter 


NOW $53 
NOW $50 


Hobbit Adventure 

NOW 

$29 

Titan: The Arena 

NOW 

$17 

Space Quest 3000 

NOW 

$45 

Starcraft 

NOW 

$47 

COLLECTIBLE CARD GAMES 


1 ROLE PLAYING GAMES 



Battletech Booster 

NOW 

$2 

MTG Mirage SD 

NOW 

$8 

AD&D DM Guide 

NOW 

$20 

GURPS Rulebook 

NOW 

$20 

Battletech Starter 

NOW 

$8 

MTG Tempest BP 

NOW 

$2 

AD&D Monstr Manl 

NOW 

$20 

Heavy Gear 

NOW 

S25 

Dr Who Booster 

NOW 

$2 

MTG Visions 

NOW 

$2 

AD&D Player Hdbk 

NOW 

$26 

Mechwarrior 

NOW 

$13 

Dr Who Starter 

NOW 

$8 

MTG Weatherlight 

NOW 

$2 

Ars Magica 

NOW 

$26 

Pendragon 

NOW 

$19 

Illuminati BP 

NOW 

$2 

Magic Homelands 

NOW 

$1 

Bubblegum Crisis 

NOW 

$20 

Rifts 

NOW 

S21 

Illuminati SD 

NOW 

$8 

Star Trek NG BP 

NOW 

$2 

Call of Cthulhu 

NOW 

$18 

Robotech 

NOW 

$11 

Great Dalmuti 

NOW 

$5 

Star Trek Starter 

NOW 

$8 

Deadlands 

NOW 

$26 

Shadowrun 

NOW 

$20 

MTG 5th Ed BP 

NOW 

$2 

X-Files BP 

NOW 

$2 

Earthdawn 

NOW 

$18 

StarWars Revised 

NOW 

$25 

MTG Chronicles 

NOW 

$1 

X-Files SD 

NOW 

$9 

Fading Suns 

NOW 

$22 

Traveller 

NOW 

$24 


or call 1-800-600-4263 

Source Code 10953 


‘FINAL FANTASY 7' Act out your mercenary dreams 
while saving the planet. Spectacular animated plot 
sequences, impressive storyline, three dimensional 
characters, unprecedented level of detail, great effects. 

Sony (Roleplaying) 

Release Date: NOW PSX $56 


‘TOMB RAIDER 2’ Lara’s back, and better than ever, 
with new moves, a new underwater environment and a 
whole new arsenal. Explore huge, exotic platform-based 
3D environments around the world, solve puzzles and 
kill baddies. 

Eidos (Adventure) 

Release Date: 11/97 PSX $49 

‘NBA LIVE 98’ Superior sports Al make this the most 
accurate hoops game ever. New animations including 
dunks and 360-spin moves. More user control over 
‘Power moves' and split screen 3-point shootout. 

Electronic Arts (Sports) 

Release Date: NOW PSX $44 


‘BREATH OF FIRE III’ Immense environments allow 
viewpoint rotation to reveal hidden pathways, items, 
secrets and powerups. Find the secret of the Dragon 
shrines or become an apprentice to learn magic and 
special abilities 
Capcom (Roleplaying) 

Release Date: 1/98 PSX $52 


‘MORTAL KOMBAT: MYTHOLOGIES' The Mortal Kombat 
saga continues with an all new storyline. Instant playa- 
bility as you take on over 30 different enemies while 
exploring 8 new worlds. Real-time 3D lighting, fully ren- 
dered 3D characters. 

Midway (Adventure) 

Release Date: 11/97 PSX $46, N64 $76 

‘MAGIC KNIGHT RAYEARTH’ Three Japanese school- 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 

Working Designs (Roleplaying) 

Release Date: NOW SAT $52 

MLB FEATURING KEN GRIFFEY JR. N64’ comes 
packed with over 1500 motion-capture animations and a 
stadium full of stats. Pinpoint control and a fistful of 
specialty pitches. Four modes of play, including exhibi- 
tion, half or full-season, Pennant race, or World Series. 
Nintendo(Sports) 

Release Date: 3/98 N64 $74 


‘ROBORALLY’ Rely on luck and skill as you race robots 
across factory floors, using conveyor belts to help pro- 
pel you and avoiding obstacles such as pits and laser 
beams which impede your progress. 

Wizards of the Coast (Board game) 

Release Date: NOW BG $33 


‘THE CURSE OF MONKEY ISLAND’ includes all of the 
elements that made the series great but with a more 
highly stylized, hi-resolution look. Through an intuitive 
interface players pick up and use objects and talk to var- 
ious characters throughout the game. 

Lucasarts (Adventure) 

Release Date: 11/97 PC CD $39 

‘MAGIC THE GATHERING 5TH EDITION’ This deck 
contains 60 tradable game cards, randomly assorted, 
plus a rule book. Each player must have a deck. This 
deck may be enhanced with more cards sold in 
booster packs. 

Wizards of the Coast (Card Game) 

Release Date: NOW CG $7 

‘CONSPIRACY X’ In a world of dark secrets, the only 
certainty is nothing is what it seems. The president may 
not be human. The sign carrying paranoid on the street 
ranting mind control satellites may be right. 

New Millennium (Pen/Paper Roleplaying) 
Release Date: NOW RPG $20 
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Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release 
schedules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. 
Defectives replaced with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The "per 
order" charge is charged once per order placed and the "per item" charge is charged once for each item ordered and the "per shipment" charge is charged once for each ship- 
ment we make to you. 


Per Order 
Per Shipment 
Per Item 


Standard Priority 

U.S. Mail U.S. Mail 
ZilUCaxs 2 Jtes 2Cay 
SI .00 S2.00 S2.00 

SI .25 SI .00 S3.00 

S0.75 $1.00 $1.00 


$2 00 

57.00 

52.00 


Mail To Mail To 
Canada The World 
4-7 Days 7-14 Days 
S2.00 S2.00 

S2.00 S2.00 

S2.00 S6.00 
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Sometimes a great game just misses. 
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The animations in Face /Ware 
exceptional, even the jerseys on the 
players move. 


ust last year, Face Off was PlayStation 
hockey game of the year, and for 
;, the game has done nothing but 
improve. Yet, I am giving the nod to 
NHL ‘98 this season. Why? It’s not 
because EA offered me loads of cash or 
because I just don’t like the developers for Face 
Off (neither of these could be farther from the 
truth), it’s because I just enjoyed playing NHL 
‘98 a little bit more. 

I remind you again that this is a per- 
sonal choice. To help you with 
your decision, I will simply pre- 
sent the facts (as I see them) 
about the two games and 
you can decide which game 
is right for you. 

The 
polygonal 
players in 
Face Off are 
spot on, but 
aren’t quite as 
detailed and 
smooth as those in 
NHL ‘98. However, the 
animations and individual 
player control in Face Off are 
much better than those in NHL 
Face Off features icon-passing 
and a precise offensive attack . 




The precise control in Face 0/fis aided 
by moves like the hockey stop. 


None of the camera 
angles offer 
a playable 
perspective. A 
zooming 
camera 
would be nice. 





1-3 Working the icon-passing to perfection is like watching a finely tuned hockey 
machine. 4 The fighting in Face Off is the best around, if that’s important. 


However, the 
exact precision of 

icon-passing takes 

some of the responsibil- 
ity of setting up the plays out of your hands. I 
personally like the challenge of 
trying to do it all myself. As far 
as features, stats, and strategy, 
both Face Off and NHL are dead 
even. To me one of the biggest 
problems with Face Off is, and 
always has been, the sound. 

While it may not seem very 
important, it is crucial in setting 
an environment for the game. 

What keeps Face Off from being 
the best is exactly what makes 
Gameday the best football game. 

Every play involves the player 
and makes them care about the 
outcome in Gameday. 

Unfortunately, Face Off seems to 
be lacking some of that life. Still, j 
Face Off is an excellent hockey 
game and one I’ll still be playing 
at home, just not as often as 
NHL ‘98. 


The hip checks are vicious 
and often send players fly- 
ing to the ice. 



The fast front-end gets you 
right into the game and 
makes playing through a 
season very painless. 
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Funco Mail Order 



10 Yard Fight 

2 

Mega Man 2 

9 

7th Saga 

29 

NBA Live 95 

9 

After Burner 2 

19 

NFL 95 

! 

2Extreme 

35 

NFL Game Day 

15 

Baseball 

12 

NFL 

7 



Mega Man 3 


Aladdin 

19 

NBA Live 96 

15 

Aladdin 

13 

NFL QB Club 

2 

Alien Trilogy 

29 

NFL Game Day 97 

2b 

9 

Operation C 

13 

Adv Byu Billy 

2 

Mega Man 4 

19 

Aliens/Predator 

15 

NBA Live 97 

35 


13 

NFL QB Club 96 

b 


29 

NFL QB Club 97 

1b 


15 

Pac-Man 

24 

Adv Island 

/ 

Mega Man 6 

19 

Batman Forever 

9 

NBA Showdown 

9 

Altered Beast 


NHL Hockey 

2 

Area 51 

39 

NHL FaceOff 

9 


12 

Paperboy 

19 

Anticipation 

2 

Metal Gear 

2 

Batman Returns 

15 

NCAA Basketball 

3 

Barney's Hide Seek 

19 

NHL Hockey 94 

2 

Battle Arena Tsh 

9 

NHL Hockey 97 

25 

Bo Jackson 

9 

Power Rangers 

18 

Arkanoid Game 

1b 

Metroid 

b 

Battleclash SS 

2 

NHL Hockey 95 

9 

Batman Forever 

13 

NHL Hockey 95 


Battle Arena Tsh 2 

19 

PGA Tour Golf 96 

29 


1/ 

Qix 



2 

Mickey Mouse 


Beavis & Butthead 

1b 

NHL Hockey 96 

18 

Batman Returns 

9 

NHL Hockey 96 

7 

Beyond the Beyond 

35 

Pwer Moves WRST 

2b 

29 

Ren & Stimpy-SC 
Revenge of GTR 

15 

Back to the Futr 

2 

Millipede 

13 

Big Hurt Baseball 

19 

NHL Stanley Cup 

9 

Beavis & Butthead 

13 

NHL Hockey 97 

29 

Contra Legacy War 

29 

Project Overkill 

2b 


9 

8 

Bad Dudes 

2 

Monopoly 

15 

Boxing Legends 

9 

Paperboy 2 
PGA Golf 

19 

Bill Walsh Ftbl 


NHLPA 93 



39 


39 

Donkey Kong 

25 

Simpsons-Escape 

29 

Baseball 

2 

Narc 

3 

Breath of Fire 

29 

35 

Bill Walsh Ftbl 95 

2 

Pat Rily Bsktbl 


D (3CDs) 

25 

Resident Evil 

39 

Donkey Kong Land 

29 

Solar Striker 

■ 

Baseball Stars 

19 

NFL 

2 

Breath of Fire 2 

b9 

Pilot Wings 


Boogerman 

19 

PGA Tour Golf 

19 

Dark Forces 

29 

Ridge Racer 

19 

Double Dragon 

1b 

Solitaire Fun Pack 

33 

Bases Loaded 

3 

Ninja Gaiden 


Bubsy 

2b 

Pitfall Harry 

9 

Bubsy 

13 

PGA Tour Golf 2 

19 

Dark Stalkers 

29 

Ridge Racer Revltn 

29 

Double Dragon 2 

17 

Space Invaders 

18 

Bases Loaded 2 

3 

Ninja Gaiden 2 

3 

Bulls vs Blazers 


Populous 

9 

Bulls vs Blazers 

2 

Phantasy Star 3 

18 

Destruction Derby 

2b 

Road Rash 

38 

Dr Mario 

12 

Spiderman 

1/ 

Batman 

b 

Operation Wolf 

2 

Castlevania 4 

9 

Power Rangers 

19 

Bulls vs Lakers 

2 

Pitfall Harry 

13 

Destruction Derby 2 

3b 

Soul Blade 

39 

Duck Tales 

13 

Star Wars 

27 

Battletoads 

5 

Pac-Man 

19 

Chessmaster 

29 

Primal Rage 

9 

Buster Douglas Bxg 

3 

Pitfighter 


Die Hard Trilogy 

39 

Soviet Strike 

29 

Empire Strikes Back 

28 

Supr Mario Lnd 

15 

Black Bass 

15 

Paperboy 

7 

Chrono Trigger 

45 

Ren & Stimpy-Vdts 

9 

Coach K Bsktbl 

9 

Power Rangers 

7 


3b 

Star Wrs-Rebel Aslt 2 

29 

F 1 Racer 

1b 

Supr Mario Lnd 2 

19 

Blades Steel 

3 

Pinball 

5 

Contra 3 

19 

Robo Trek 

18 

College Ftbl 

2 

Power Rangers-Mov 

13 

ESPN Extreme Gms 

29 

Street Fighter-Alpha 

19 

Final FantAdv 

43 

Supr Mario Lnd 3 

2b 

Blaster Master 

3 

Pinbot 


Cool Spot 

18 

Samurai Shodown 

9 

College Ftbl USA96 


Primal Rage 

/ 

Fade To Black 

19 

Suikoden 

3b 

Final Fant Leg 

39 

Supr RC Pro Am 

17 

Bubble Bobble 

15 

Platoon 

2 

Daffy Duck 

1b 

Secret Of Evermore 

25 

College Ftbl USA97 

18 

Prime Tme NFL 

2 

Final Fantasy 7-Demo 

9 

Tekken 

19 

Fortress Fear 

8 

Tecmo Bowl 

9 

Bugs Bny Castle 

9 

Play Act Ftbl 


Desert Strike 

2b 

Secret Of Mana 

39 


7 

Ouackshot 

7 

Jet Moto 

35 

Tekken 2 

39 

Heianko Alien 

5 

Tennis 

8 

Capt Skyhawk 

2 

Popeye 


Donkey Kong Cty 

19 

Separation Anxiety 

1b 

Columns 

18 

RBI Basbl 4 


John Madden 97 

19 

Tobal No. 1 

29 

Home Alone 

13 

Terminator 2 

9 

Castlevania 

5 

Pro Am Racing 

5 

Donkey Kong Cty2 

28 

Shadowrun 

19 

Comix Zone 

13 

Ren & Stimpy 

9 

Kings Field 

1b 

Tomb Raider 

3b 

Home Alone 2 

12 

Tetris 

7 

Castlevania 2 

4 

Pro Wrestling 
Punch Out-MT 

3 

Donkey Kong Cty3 

45 

Shaq Fu 

b 

Contra Hard Corps 

1b 

Revenge Shinobi 
Road Rash 

4 

Legacy of Kam 

29 

Triple Play 97 

19 

Hyper Lode Runner 

7 

Tetris 2 


Castlevania 3 

9 


Doom 

19 

Sim City 

15 

Cool Spot 

13 

18 

Loaded 

19 

Triple Play 98 


Jurassic Park 

19 

Tetris Attack 

27 


3 

Q Bert 

9 

Earth Bound 

39 

Simpsons-B Ntmr 

1b 


19 


b 

MLB Pennant Race 

15 

Twisted Metal 

29 

Killer Instinct 


Tetris Blast 

27 

Contra 

9 

Rad Racer 

5 

Earthworm Jim 

19 

Spawn 

19 

Earthworm Jim 

18 

Samurai Shodown 


Mortal K-Trilogy 

3b 

Twisted Metal 2 

39 

Kirbys Drmlnd 

19 

Tiny Toon 

22 

Crystalis 

15 

Rad Racer 2 

7 

Earthworm Jim 2 

19 

Star Fox 

9 

Ecco The Dolphin 

9 

Shadowrun 

1b 

Mortal Kombat 3 

19 

War Hawk 

19 

Kirbys Drmlnd2 


TMNT 1 FFC 

7 

Dick Tracy 
Donkey Kong 3 

2 

Rambo 

2 

F Zero 


Star Wars 

1b 

Ecco Tdes of Time 

13 


2 

NBA In The Zone 

15 

WCW Vs World 

39 





13 

RBI Baseball 

3 

FIFA Soccer 

1b 

Street Ftr 2 

3 

ESPN Baseball 

7 

Shinobi 3 


NBA In The Zone 2 

3b 

Wild Arms 

38 

Mega Man 1 
Metroid 2 

25 

Wario Blast 

22 

Donkey Kong CIs 

15 

Rescue Rangers 

b 

Final Fantasy 2 

39 

Street Ftr 2-Trb 

9 

Eternal Chmpns 
Evander Hlynd 

3 


29 

NBA Live 96 

9 

Wing Commander 3 

19 


WWF Superstars 


Double Dragon 

b 

Robo Cop 

2 

Final Fantasy 3 

49 

Stunt Race FX 

15 

5 

Sonic & Knuckles 

13 

NBA Live 97 

2b 

Wipeout 

19 

Mortal Kombat 

1/ 

Yoshi 

15 

Double Dragon 2 

3 

Rush N Attack 

3 

Final Fantasy MQ 

9 

Sunset Riders 

9 

F 22 Intercptr 

9 

Sonic Hdghog 


NBA Shootout 

19 

Wipeout XL 

3b 

Mortal Kombat 2 

15 

Yoshi s Cookie 

15 

Double Dragon 3 
Double Dribble 

1 

Sesame St 123 

5 

Final Fight 

5 

Superman/X-Men 

9 

FIFA Soccer 

b 

Sonic Hdghog 2 


NBA Shootout 97 

35 

WWF Wrestlm-Arcd 

19 

Mortal Kombat 3 


Zelda Link 


2 

Sesame St ABC 

9 

Final Fight 2 

19 

Supr Double Dragon 

15 

FIFA Soccer 95 

13 

Sonic Hdghog 3 
Sonic Spinball 

19 

NCAA Gamebreakers 

1b 

X-Com UFO Defense 

19 

Motor Cross Mniac 

1b 



Dr Mario 


Silent Service 

2 

Flashback 

9 

Supr Empire Strks 

1b 

General Chaos 

19 

7 

Need For Speed 

35 



Ms Pacman 


Game Boy 


Dragon Warr 
Duck Tales 


Simpsons-B vs SM 


Gradius 3 

9 

Supr Ghouls 

9 

Golden Axe 

7 

Spiderman 

13 

Need For Speed 2 

39 

Playstation Deck 

124 


8 

Game Boy Pocket 

49 

5 

Simpsons-B vs Wrid 


Griffey's Baseball 

19 

Supr Mario Allstars 

19 

Golden Axe 2 

9 

Spiderman/X-Men 

9 








Excitebike 

5 


3 




28 

Greatest Hvywts 
Hard Drivin' 












Faxanadu 

4 

Snakes Revenge 

3 

Home Alone 

9 

15 

2 

Supr Mario RPG 

35 

13 

Street Ftr 2 SCE 

5 

13 

9 









Final Fantasy 

18 

Spy Hunter 
Supr Contra 

5 

5 

Illusion of Gaia 
John Madden 92 


9 

Joe Mntna 
Joe Mntna 2 

1 

Streets Rage 
Streets Rage 2 






Friday 13th 

2 

Supr Dodge Ball 

13 

John Madden 93 

2 

Supr Off-Road 

1b 

Joe Mntna 3 


Subterrania 











19 

Supr Mario 2 

4 

John Madden 94 

3 

Supr Play Act Fb 

2 

Joe Mntna 94 


Supr Street Ftr 2 

9 









Gauntlet 


Supr Mario 3 

4 

John Madden 95 

9 

Supr Punch Out 

19 

John Madden 92 


Taz-Escape from Mars 

19 

Area 51 

39 

NHL Allstar Hockey 

7 

Aladdin 

18 

Power Rangers 

9 

Gauntlet 2 


Supr Mario/Dk Ht 


John Madden 96 

1b 


9 

John Madden 93 


Tazmania 

13 

Astal 

13 

NHL Hockey 97 

25 

Batman Forever 

12 

Power Rangers-Mov 

12 

Ghost Busters 


Supr Off Road 

7 

John Madden 97 

29 

Supr Return Jedi 

25 

John Madden 94 


Tecmo Super Bowl 

2 

Bttle Arena Tsh-Remix 

13 

Nights 

1b 

Batman Returns 

9 

Pro Baseball 


Ghosts & Gblns 

3 

Tecmo Bowl 

3 

Jungle Book 

18 

Supr Scope (6in1) 
Supr Street Ftr 2 


John Madden 95 

2 

Terminator 2-Arcd 

b 

Black Fire 

13 

Panzer Dragoon 

13 

Beavis & Butt-Head 

19 

Ren & Stimpy 

9 



Tecmo Bowl 2 


Jurassic Park 

19 

9 

John Madden 96 

7 

TMNT Hyperstone 

18 

Bug 

19 

Panzer Dragoon 2 

2b 


22 

Road Rash 

2b 

Goonies 2 

2 

Tetris 

5 

Killer Instinct 

9 

Supr Tennis 

13 

John Madden 97 

29 


7 

Bug Too! 

29 

Robotica 

2/ 

SSI*. 

9 


15 

Gotcha 

3 

Tiger Heli 

2 

Kirbys Avalanche 

19 

Tecmo Super Bowl 

9 

Jungle Strike 

19 

Toe Jam & Eari 

29 

Clockwork Knight 

13 

7 

22 

Shining Force-Swrd 

15 

Hogan's Alley 

7 

Tiny Toons 

9 

Lemmings 

19 

Tecmo Super Bowl 3 

29 

Jurassic Park 

9 

Toe Jam & Earl 2 

18 

Corpse Killer 

17 

Sega Rally Champ 

17 

Donald Duck 

13 

Shinobi 

8 

Hoops 

2 

TMNT 


Lethal Enforcers 


Tetris 2 

29 

Kid Chameleon 

7 

Tom Lasorda Basbl 

2 

D 

15 

Sonic 3D Blast 

24 

Earthworm Jim 


Shinobi 2 

9 

Ice Hockey 

3 

TMNT2 

3 

Lion King 

19 

Tny Toons Buster 
TMNT 4 

9 

Lakers Celtics 

1 

Tony La Russa 

2 

Dark Savior 

2b 

Street Fighter-Movie 

8 

Ecco The Dolphin 

12 

Sonic Chaos 

13 

Ikari War 


TMNT 3 

5 

Lufia 

4b 


Lethal Enforcers 

9 


29 

Daytona Champ 

19 

Street Ftr-Alpha 

17 

Ecco Tides of Time 

13 

Sonic Drift 2 

19 

Iron Sword 

2 

Top Gun 

2 

Lu5a 2-Rise 

69 

Top Gear 

25 

Lion King 

1b 

Triple Play 96 

19 

Daytona USA 

5 

Tomb Raider 

29 

GLoc 

9 

Sonic Hdghog 

13 

Jackal 

3 

Top Gun 2 

3 

Magical Quest 

9 

Top Gear 2 

39 

Maximum Carnage 

r 

Triple Play Gold 

29 

Double Switch 

13 

Ultimate MK 3 

2b 

GP Rider 

19 

Sonic Hdghog 2 


Jaws 

5 

Town & Country 


Mario Is Missing 

13 

Toy Story 

35 

Menacer Game 


Ultimate MK 3 

35 

Dragon Force 

39 

Virlua Cop 

b 


» 

Sonic Spinball 

19 

Jeopardy 

7 

Track & Field 2 

2 

Mario Kart 

29 

Ultimate MK 3 

29 

Michael Jackson MWK 

7 

Vector Man 

9 

Fighting Vipers 

19 

Virtua Cop 2 
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1’ 
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Vegas Dreams 

15 

Mario Paint Game 

2 

Uniracers 

1b 

Monopoly 

19 

World Series Bsbl 

7 

Gex 

24 

Virlua Fighter 
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9 

Star Wars 

29 

Jordan vs Bird 

2 

Wheel Fortune 

b 

Maximum Carnage 

9 

Vegas Stakes 

19 

Mortal Kombat 

b 

World Series 95 

9 

Ghen War 

3 

Virtua Fighter 2 


Jurassic Park 

1/ 

Streets Rage 

13 

Karate Champ 

2 

Wheel Fortune Fam 

7 

Mech Warrior 

19 

Wing Commander 

9 

Mortal Kombat 2 

9 

World Series 96 

19 

Guardian Heroes 

2b 

Virtua Fighter Remix 

5 

Lion King 
Mickey Ms Cstl 

13 

Streets Rage 2 

13 

Karate Kid 

2 

Wheel Fortune Jr 

5 

Mega Man X 

19 

Wrestlemania 

9 

Mortal Kombat 3 

19 

WWF Raw 

19 

Iron Storm 

4b 

Virtua Racing 

9 

15 

Supr Columns 

1b 

Karnov 

3 

Wizrds & Warns 

3 

Mega Man X2 
Mickey Mania 

45 

WWF Raw 

25 

Ms Pac-Man 

19 

WWF Royal Rumble 

15 

John Madden 97 

19 

Virtual On 

29 

Mickey Ms Legend 
Mortal Kombat 

17 

Supr Monaco GP 

15 

Kid Icarus 

13 

Wrath Blk Mnta 


19 

WWF Royal Rumble 

13 

Mutant Lg Ftbl 

l 

WWF Sup Wrstmnia 

9 

Legend of Oasis 

2b 

World Series Bsbl 

1/ 

9 

Surf Ninjas 

6 

Kirbys Adv 

1b 

Wrestlemania 

2 

MLBPA Baseball 

9 

WWF Wrestlm-Arcd 

19 

NBA Action 

3 

WWF Wrestlm-Arcd 

25 

Myst 

9 

World Series Bsbl 2 

29 


2b 

Tazmania 

15 

Kung Fu 

3 

WWF Challenge 

3 

Mortal Kombat 

9 

X-Men 

13 

NBA Jam 


X-Men 

1 

Mystaria 
NBA Action 

29 

Worldwide Soccer 

7 


1b 

World Series 

7 

Legacy of Wiz 

2 

Yoshi 

9 

Mortal Kombat 2 

9 

Yoshi's Island 

29 

NBA Jam-Tourn 

b 

X-Men 2 

15 

2b 

WWF In Your House 

35 

NBA Jam 

9 

WWF Steel Cage 

'7 

Litl Nemo Dream 

3 

Zelda 

5 

Mortal Kombat 3 

9 

Zelda 3 

1b 

NBA Live 95 




NBA Jam-Toum 

15 

WWF Wrestlmna-Arc 

24 

NBA Jam-Toum 

17 

X-Men 

8 

Major Lg Bsbl 
Marble Madness 


Zelda 2 

5 

NBA Give & Go 

19 

Zombies Ate Nghbr 

15 

NBA Live 96 

9 

Sega Genesis 1 Deck 

19 

NFL 97 

19 

X-Men-Child Atom 

29 

NFL 95 

3 

X-Men 2-Legacy 

12 

4 



NBA Jam 

9 


NBA Live 97 

29 


25 

NFL Qb Club 96 

8 



Pacman 

25 


^Mega Man 1 

19 

Nintendo Deck 

29 

NBA Jam-Toum 

1b 

Super NES Deck 

35 

NBA Showdown 

2 

Nomad Unit 

19 

NFL Ob Club 97 

'7 

Saturn Deck 

89 

Poker Face Poker 

6 
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Holiday Hours: Mon-Fri Oct 27 thru Dec 19 9am to 9pm. Saturdays: Nov 1 thru Jan 3 10am to 4pm. 
Sundays : Nov 30 thru Dec 28 10am to 4pm. Closed: Oct 31 , Nov 27, Dec 24-25, Dec 31 , Jan 1 . 



Holiday Deadline: Be sure to place 
your orders by Dec 22, 12 pm. 


We Accept: 




Personal Checks and Money Orders 
Are Also Accepted. 

RUSH 
DELIVERY! 

is available on all in stock items. 


These are Partial Lists 
More Titles Available! 

We also offer: Sega CD & 
Nintendo 64 
Want Something? Can’t 
Find It? 

WE’VE GOT IT! 

We Sell Previously Played 
Video Games and 
Accessories at Great Prices. 
We also Sell New Product! 

CALL FUNCO TODAY! 

612 - 946-8115 


Funco Order Form 

Name 

Address 

All Games Come With a 90 Day Warranty! 

ONE YEAR Warranties are Available 
Hours: Mon-Fri 9:00am to 7:00pm Central 

612-946-8115 

Phone ( ) 

System Title Qty Price 

b 4 

Online Ordering!! ' 

http://www.funcoland.com 

2. 

[win a $"25 Funco Gift Certificate!"! 

1 „„ 1 

3. 

4. 

1 


■ 

UUVVIN 

Tax 

1 

n - 


1 1. In Final Fantasy 7 the 

hotel is a house. 

Shipping 

1 

1 



— 

3. A doll with video game ■ 

connections. 

Handling $4.00 

Total 

1 

■1 


E 




| | | ACROSS 

To purchase: Call for Current Prices, send check, 
money order, or credit card number to Funco, Inc., 
10120 West 76th Street, Mpls, MN 55344. Add $1.99 
per item ($3.99 per control deck) for shipping and $4.00 
handling charge. For Canada. Guam, Puerto Rico, and 
Virgin Islands please double the per item charges. 
Please call for all other international orders. CA, CT, IL, 
IN, KS, MA, MD. Ml, MN, MO, NJ, NY, OH, PA, Rl, TX, 
VA, WA & Wl residents please add applicable sales tax. 
All prices based on US funds. Most games delivered 
within 7-10 business days. Generally games don’t 
come with boxes or manuals. We are sorry but we can’t 
accept requests for them. Rush delivery is available. 
All sales are final. Defectives replaced with same 
item. All prices are subject to change. We reserve the 
right to refuse any purchase or sale. UU 
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1 
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— 

2. Star of Desert Demolition. 1 
Runner 

4. Yoshi's Cookie takes place 1 
in a cookie . 

■ i E 



5. Arch enemy in Batman | 

i — 

| Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut it out and then | 
■ mail, along with your name address and phone number to : 

I December Mail Order Contest, Funco, Inc., 10120 West 76th Street, Mpls, MN 55344. All correct I 

| entries will be entered in a drawing. Entries must be postmarked no later than December 30, 1997. | 


nn 


I Now everyone I 
|who plays wins| 
a free six 
month 
magazine 
subscription!! 

I You can't lose! I 


SONY 


iff NINTENDO 


I I 


\\- 
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You have the POUI/ER. In this contest you don't rely on the luck-of-the 
draw. You_determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles get a little harder. But this time it's all 
up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 

Computer Contest. Win a blazing fast computer with 300 Mhz MMX 
Pentium II, 32 meg. RAM, 4 Gig. HD, 24X CD-ROM, Windows 95, modem and more! 

Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation w/ ASCII control pads; Sega Saturn: Game Boy Pocket; and 
Nintendo 64! Get all four or trade the ones you don’t want for CASH! Bonus options 
include: 33 inch monitor, $1,000 in games, cash, accessories and more! 


Media Rig Contest The Ultimate Gaming Environment, 60 inch monitor, 
130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

We’re talkin' GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1 .00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 55% will have the 
highest score possible score to Phase 1, 43% to Phase II, 36% to Phase III, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 
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Yes! 


Name 


ENTER ME TODAY, HERE’S MY ENTRY FEE; 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($3.00) Computer Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 

Age 


Address 


WORD LIST and LETTER CODE chart 

PINCH W PRESS K BLAST A WRECK D 

BREAK Z PUNCH S SPRAY C TURBO V 

STOMP T STAND R PRESS E DREAM. ...O 

CRUSH I SCORE H SLANT L CHASE P 

MYSTERY WORD CLUE: 

WORLD RULERS HAVE IT AND IN THIS CONTEST yeu HAVE IT 


City 


State 


Zip 




SEND CHECK OR MONEY ORDER TO: < 8 / 

PANDEMONIUM, P.O. DOX 9045 
GRESHAM, OR 97030-9045 

VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BYFEB.21ST, 1998 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium and its suppliers are ineligible. 
Judges decisions are final. Not responsible for lost or delayed mail. Open to residents of the U.S. and Canada. Offer not open to 
residents of Minnesota. You can request Winners List and Official Rules by writing Pandemonium Rules, 2870 NE Hogan Dr. 
#E425, Gresham, OR 97030. Merchandise names and models are trademarks of their respective companies who, along with this 
magazine, have no affiliation with this contest © 1998 Pandemonium Promotions, Inc. 









hat neuj games 


DECEMBER 

Nintendo L.4 

Bomberman 64 - Nintendo 
FIFA ‘98 - Electronic Arts 
NBA In the Zone ‘98 - Konami 
NBA Jam ‘98 - Acclaim 
Quake 64 - Midway Home Ent. 

PlayStation 

Alundra - Working Designs 
Auto Destruct - Electronic Arts 
Batman & Robin - Acclaim 
ClayFighter Extreme - Interplay 
Constructor - Acclaim 
Dirt Race Extreme - Accolade 
Fighting Force 

- El DOS Interactive 
March Madness ‘98 

- Electronic Arts 

NBA In the Zone ‘98 - Konami 
NBA Jam ‘98 - Acclaim 
NBA Shootout ‘98 - Sony CE 
Populous - Electronic Arts 
Red Asphalt - Interplay 
Skull Monkeys - Electronic Arts 
Spawn - Sony CE 
Tomb Raider 2 

- EIDOS Interactive 
Youngblood - GT Interactive 

Saturn 

Lunar: Silver Star Story 

- Working Designs 
NHL ‘98 - Electronic Arts 

Sega Touring Car Championship 

- Sega 

PC 

Angel (Win 95) - GT Interactive 
Army Men (Win 95) 

- Studio 3D0 

Battle Tech: Mech Commander 

- Microprose 
Blade Runner (Win 95) 

- Virgin Interactive 
Daikatana - EIDOS Interactive 
Dark Vengeance (Win 95) 

- Reality Bytes 
Deathtrap Dungeon (Win 95) 

- EIDOS Interactive 


Die By The Sword (Win 95) 

- Interplay 

Duke Nukem Forever 

- GT Interactive 
Final Fantasy VII (Win 95) 

- SquareSoft 

Flight Squadron (Win 95) 

- Activision 

Hardball 6 (Win 95) - Accolade 
Incredible Idiots In Space 
(Win 95) - ASC Games 
Laser Combat (Win 95) 

- MegaMedia Corp. 

Last Bronx - Sega 
Mantra - Electronic Arts 
MechWarrior 3 (Win 95) 

- Microprose 

RedLine (Win 95) - Accolade 
Revenant (Win 95) 

- EIDOS Interactive 
Shadows Of The Empire 

(Win 95) - LucasArts 
Shanghai Dynasty (Win95) 

- Activision 

Space Quest Collection 2 
(Win 95) - Sierra 
Take No Prisoners 
(Win 95) - Broderbund 
TNN 3rd Annual Bass 
Tournament (Win 95) 

- ASC Games 

TNN Motorsports Hardcore 2 
(Win 95) - ASC Games 
Ultima IX: Ascension (Win 95) 

- Origin 

Unreal Level Editor (Win 95) 

- GT Interactive 

War Heads (Win 95) - lonos 
Wheel of Time (Win 95) 

- Legend 

Zhukov’s Campaigns (Win 95) 

- Arsenal Publishing 

JANUARY 

Nintendo L.4 

Banjo Kazooie - Nintendo 
Forsaken 64 - Acclaim 
Freak Boy - Virgin 
Mystical Ninja - Konami 
Nagano Olympics - Konami 


NBA Fastbreak 64 

- Midway Home Ent. 

NHL Breakaway ‘98 - Acclaim 
Tonic Trouble - UbiSoft 

PlayStation 

Blasto - Sony CE 
Cardinal Syn - Sony CE 
ClayFighter Extreme - Interplay 
Dead or Alive - Tecmo 
Deathtrap Dungeon 

- EIDOS Interactive 
Exodus - Sony CE 

FI Lankhorn - EIDOS Interactive 
Jack Nicklaus Golf - Accolade 
Joe Blow - Sir Tech 
Lands of Lore - Virgin 
Nagano Olympics - Konami 
NBA Jam ‘98 - Acclaim 
NCAA All American Football 

- Psygnosis 

Power Soccer 2 - Psygnosis 
Powerboat Racing - Interplay 
Rayman 2 - Ubi Soft 
ReBoot - Electronic Arts 
Road Rash 3D - Electronic Arts 
Shadow Master - Psygnosis 
Tecmo Super Bowl 2 - Tecmo 
Vivid Racing - Ubi Soft 
Wild 9 - Interplay 
Wild Animlympics 

- Titus Software 

Saturn 

Dead or Alive - Tecmo 
Rayman 2 - Ubi Soft 
Wild Animlympics 

- Titus Software 

PC 

Adrenix (Win 95) 

- Playmates Int. Ent. 

Beast Wars (Win 95) 

- Hasbro Interactive 
Black Dahlia (Win 95) 

- Mindscape 
Delirium - Interplay 
H.E.D.Z. (Win 95) 

- Hasbro Interactive 
Hidden Wars (Win 95) 

- Panasonic Interactive 


HyperWar (Win 95) - Ignite 
Joe Blow - Sir Tech 
Journeyman Project 3 

- Broderbund 
Poisoned Pawn (Win 95) 

- Access Software 
Rebellion (Win 95) - 
LucasArts 

Redneck Rampage Levels 

- Interplay 

Resurrection Earth (Win 95) 

- Ignite 
Sorry (Win 95) 

- Hasbro Interactive 
Space Quest Collection 2 

- Sierra 

Starship Titanic (Win 95) 

- Simon & Schuster 
Tales from the Crypt 

(Win 95) - Ignite 
The Elder Scrolls III: 
Morrowind (Win 95) 

- Bethesda Soft 

FERRUARY 

Nintendo L.4 

Battle Dancer 64 - Konami 

PlayStation 

Apocalypse - Activision 
Forsaken - Acclaim Ent. 
Heavy Gear - Activision 
Mega Man Neo - Capcom 
Pitfall 3D - Activision 
Rascal - Psygnosis 
TNN Bass Fishing ‘97 

- ASC Games 

PC 

Dark Reign Mission Pack 1 
(Win 95) - Activision 
Forsaken - Acclaim Ent. 
Might & Magic VI (Win 95) 

- The 3D0 Company 
Terra Victus (Win 95) 

- Panasonic Interactive 
X-Fire (Win 95) - Sir Tech 



Saturn 



PlayStation 



Nintendo h 4 



• Note : All release 
dates are subject to 
change at any time 
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H ey, we realize that 
even though we have 
to show up for each and 
every issue, some of you out there don’t 
feel the same way. We know that some 
months are tough, and that you don’t 
always have the extra cash to shell out for 
the latest issue of ULTRA GP. Don’t fret! 
These pages fill you in on all of the games 
you missed. Just don’t worry about us, 
slaving away each and every month. It’s OK. 

ultimate aujard 

hen a game is really good, we give it 
our ULTRA Award. We don’t hand 
these things out to just any game — it’s 
got to get past the most grueling review 
system in the biz and still 
come through with at 
least a 9.0 rating. That 
ain’t easy! Recent 
ULTRA Award win- 
ners are shown 
below with a special 
red number. Don’t 
miss out on 
these games!!! 




it’s total war on the 
land, on the sea and in 
the air with 
Total Annihilation! 
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J Total Annihilation 

PC 

Rating: 

B Colony Wars 

PS 

Rating: ^.5 

3 Resident Evil: SC 

PS 

Rating: l.S 

« Jedi Kni^it 

PC 

Rating: ^.4 

S Siddy Kong Racing 


Rating: ID 
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• Issue #102 
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• Issue #102 


• Issue # 102 


• Issue #102 
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• Issue #102 


GOLDenere 
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• Issue# 102 
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• Issue #102 
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• Issue #103 
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• Issue #103 
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continued from page 159 
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FRANK’S GONNA HOLD HIS 
BREATH UNTIL YOU CALL! 



SOHURRYUP- 
PLEASE! CALL THE 
ULTRA GAMEPLAYERS 
TIP LINE TODAY. 

I ■TD0 SUB 


Call now for the 
latest TIPS, HINTS 
and STRATEGIES 

for your favorite 
games. Including: 


Final Fantasy VII 




W l - ;i 

A . 


Golden Eye 



Madden ’98 


INCLUDES 


SPORTS ERFE 


PREIT1IER ELUB 

Tips on the latest games for 
Sony Playstation, Nintendo 64 
and Sega Saturn 



[calls cost $i.4a/minure] 

EDITOR'S PIERS 

Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 









™. ® and the “N” logo are trademarks of Nintendo of America Inc. ©1997 Nintendo of America Inc. www.nintendo.com. Call 1-800-771*3772 for Game Rating Information. Diddy 
Kong Racing: Trademark of Nintendo. ©1997 Rare. Diddy Kong, Banjo and Krunch characters licensed by Nintendo. GoldenEye 007: ©1997 Nintendo/Rare. Game by Rare. ©1962, 1995 Danjaq, 
LLC. & U.A.C. All Rights Reserved. ©1997 EON Productions Ltd & Mac B. Inc. James Bond Theme by Monty Norman. Used by permission of EMI Unart Catalog Inc. Star Wars: Shadow of the 
Empire: ™ and ©1996 Lucasfilm Ltd. Licensed exclusively to Nintendo. Tetrisphere: Tetrisphere™ licensed to Nintendo by The Tetris Company, LLC. NFL Quarterback Club 98: The NFL 
Quarterback Club is a trademark of the National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated, ™/© 1997 NFLP. The Players Inc. logo 
is an official trademark of the National Football League Players. All rights reserved.™, ® & ©1997 Acclaim Entertainment Inc. All rights reserved. International Superstar Soccer 64: International 
Superstar Soccer ™ and Konami® are trademarks of Konami Co., Ltd. ©1997 Konami co., Ltd. All rights reserved. Madden Football 64: John Madden Football, EA Sports and the EA SPORTS 
logo are trademarks or registered trademarks of Electronics Arts. Officially Licensed Products of the National Football League Players. The PLAYERS INC. logo is a trademark of the NFL Players. 
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This product is not licensed or endorsed by NFL Properties or any NFL team. Top Gear Rally: ©1997 Boss Game Studios, Inc. All rights reserved. Top Gear Rally is a trademark of Kemco. 
Distributed by Midway Home Entertainment Inc. under license. Midway is a trademark of Midway Games Inc. Used by permission. The NHLP & NHL Present Wayne Gretzky's 3D Hockey ‘98. 
©1997 Atari Games Corporation. All rights reserved. THE NHLPA & NHL PRESENT WAYNE GRETZKY’S 3D HOCKEY ‘98 is a trademark of Wayne D. Gretzky and the National Hockey League 
Players’ Association, excluding the word NHL. NHL is a registered trademark of the National Hockey League. All NHL logos and marks and team logos and marks depicted herein are the property 
of the NHL and the respective teams and may not be reproduced without the prior, written consent of NHL Enterprises, L.P. ©1997 NHL Used under license by Atari Game Corporation. Officially 
licensed by the National Hockey League, NHLPA is a trademark of the National Hockey League Players’ Association and is used, under license, by Atari Game Corporation. Officially licensed 
product of the National Hockey League Players’ Association. MIDWAY® is a registered trademark of Midway Games Inc. Used by permission. Distributed by Midway Home Entertainment Inc. 
Mischief Makers™: ©1997 Treasure/Enix. Licensed to Nintendo. 
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tROMA^ ~ 

Our goal is to preserve classic video game magazines so that 

they are not lost permanently. 

People interested in helping out in any capacity. 

Please visit us at www.retromags.com 



> made from these scans, nor do we offer anything 
vailable from the publishers themselves. 



-cross anyone selling releases from 
f support them and do let us know. 


Thank you! 



